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The Avalon Hill Philosophy - Part 3 



COVER STORY: 



Never before has the pre-publication 
announcement (March issue) of a new 
game met with such an avalanche of 
inquiries. . , mostly regarding the man- 
ner of play without the need of a playing 
board of sume sort. 

Those of you who are already in pos- 
session of the game, need read no furth- 
er. Move straight to "Avalon Hill Phi- 
losophy - Part 3", (Do not pass Go, 
do not collect $200). You know, by now, 
that the immensity of maneuver pre- 
cluded its play on a regular, or even 
king size, playing board. Maneuvering 
individual ship counters, approximately 
2" long, requires much more space than 
does the 1/2" Troop counters. While 
it would have been possible to incor- 
porate play on a playing board, as was 
actually done on an original mock-up 
test version, the sacrifice of realism 
was too great. 

In brief , greater emphasis has been 
placed on re -capturing historical ac- 
curacy than for any other game. Ample 
optional rules in the Tournament Game 
allow players to face some, or all, of 
the problems that confronted the actual 
commanders, Jellicne and Scheer. 

The only problems you will confront 
is where to find the game. Since AH 
deals mostly through wholesalers, who 
in turn sell to retail stores, we learn 
the names and addresses of only a 
small number of outlets where they're 
sold. Try those listed on page 14 of 
this, and past issues, for a starter. 

Jutland retails for $6.98 - mail 
ordersat thisprice, (add65^ for special 
delivery) can now be accepted. How- 
ever, you will probably get it quicker 
from your favorite outlet who will have 
Jutland in stock right now. 



As most of you know, the Battle of 
Jutland has finally been released by 
The Avalon Hill Company. It is the one 
battle game in Avalon Hill's line that 
has varied from its time-tested land 
battle formulae. The very fact that its 
design concept is totally different from 
any of the other games, necessitated a 
lengthy period of testing - the reason 
why Jutland was not published on its 
projected publication date of March 1st. 

Here in the offices of the General, 
James Dunnigan, publisher of Kampf 
Magazine, and research director for 
"Project Jutland", was interviewed re- 
garding his contribution to the project, 

THE GENERAL: Mr. Dunnigan - what 
exactly is your organization Kampf? 
DUNNIGAN: Actually, Kampf is some- 
thing of an experiment. All of the people 
involved in Kampf are college students 
either graduate or undergraduate and 
what we are trying to do in Kampf is to 
find a new approach to presenting his- 
tory. 

THE GENERAL: As far as Avalon Hill 
is concerned who got in touch with who? 
DUNNIGAN: When I first developed 
Kampf it was done quite independently 
of Avalon Hill. The first issue was 
published and really had not been meant 
as an assault on the Avalon Hill game 
Battle of the Bulge. Actually I was 
more incensed at the official history 
than I was at the game. However, 
Avalon Hill recognized that ray thinking 
and their thinking as to the presentation 
of military history ran parallel to one 
another and coming back from one of 
my frequent trips to Washington to do 
research I stopped off at Baltimore and 
we had a discussion about Bulge - both 
the game and the Kampf issue. 
THE GENERAL: Then apparently Avalon 
Hill approached you with the idea of 
digging up the historical data for Jut- 
land. 

DUNNIGAN: Actually it was a bolt out 
of the blue, I had never thought of de- 
signing a game. My interest had al- 
ways been in history. I sympathized 
with Avalon Hill's problems in design- 
ing games. I realized they had to bal- 
ance playability with historical authen- 
ticity. T also realized in researching 
the first issue of Kampf that it would 
be no easy matter to combine both of 
these elements, playability and authen- 
ticity. 

THE GENERAL: When did you actually 
begin the research on this game? 
DUNNIGAN: Actually I began it the 
moment Avalon Hill approached me 
with an offer to design the game. It 
wag, I believe in April, 1966, 
THE GENERAL: You realize, Mr. Dun- 
nigan, that Jutland was originally sched- 
uled to be published on its fiftieth an- 



niversary, May of 1966. Here it is 
exactly one year later. What happened? 
DUNNIGAN: Well, first my Spring 
finals happened. And then the new G I 
Bill happened which allowed me to at- 
tend school during the Summer. I also 
had KAMPF to contend with and after a 
two week vacation in September it was 
back up to Columbia for the regular 
Fall semester, About that time I be- 
lieve you finally cornered me (in stack 
level S of Butler Library I believe) and 
found Out that I thought you had said 
sixty instead of fifty. Now maybe they'll 
move your office out from under the 
boiler room. Seriously, because I had 
to prove a point to Avalon Hill, the de- 
lay was caused by my researching the 
historical data from every conceivable 
source imaginable, cross-indexing this 
information over and over again. 
THE GENERAL: Avalon Hill's selection 
of Jutland in the first place is built on 
the premise that a ship to ship naval 
game is needed to complement their 
land battle titles. Now, Mr. Dunnigan, 
exactly what was the historical situation 
and background leading up to the battle 
of Jutland ? 

DUNNIGAN: Most people don't realize 
it but the Battle of Jutland was probably 
the most crucial battle in the first 
World War. What brought that on was 
the deadlock on the Western and East- 
ern fronts. Britian's superior Navy 
had blockaded Germany in 1914. Ger- 
many soon realized that she would be 
starved out of the war unless she broke 
this blockage. Unwilling to risk her 
inferior fleet in a surface engagement 
she had first sought to blockade England 
with her submarines by sinking mer- 
chant ships around and about England. 
Germany invariably took American 
lives. The United States responded by 
threatening to enteT the war on the side 
of the allies unless Germany ceased 
endangering American lives and prop- 
erty. Germany realized then that un- 
less she defeated the British surface 
fleet she would starve herself out of the 
war within three years. This is what 
actually happened. There was in fact 
general starvation in Germany in 1919 
- less than six months after the War 
ended. 

THE GENERAL: Historians have com- 
mented that the battle of Jutland was 
the firstand last general action between 
modern battleships. Actually, how 
many battle ships were sunk in this 
event? 

DUNNIGAN: Actually, no battle ships 
at all were sunk. The battleships at 
that time were masterpieces of modern 
technology. Protection of these ships 
including compartmentalization, foot 
thick side armor, armored bulkheads. 
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Damage control was so great that the 
only way you could possibly sink one of 
these ships was to take the crew off it 
and use it for gunnery practice. 
THE GENERAL; In other words in this 
game there are going to be a heck of a 
lot of floating hulks lying around on the 
living room floor. How have you re- 
flected this in the rules of the game? 
DUNNIGAN: You will notice that each 
ship is assigned a protection factor. 
This protection factor reflects two 
things. For one it reflects the amount 
of heavy armor piercing shells that 
would have to hit the ship in a short 
period of time in order to detinate the 
ship's magazines. In the case of the 
heavily armored battleships this was 
practically impossible. The protection 
factor also reflects the ability of the 
ship to stay afloat in the face of water 
line attack usually by torpedoes but 
often by shell also. For example, the 
Konig has a protection factor of 14. 
This means that it would take 14 hits 
in one battle turn in order to sink this 
26, 000 ton battle ship. 

THE GENERAL: Well what happens if 
it only sustained, say 11 hits in a single 
turn? 

DUNNIGAN; Eleven hits would do con- 
siderable permanent damage, but only 
to the ship's machinery and weapons. 
This would not sink the ship in that turn 
unless the ship had already been turned 
into a defenseless hulk previously. 
Generally speaking, it takes twice the 
protection factor, in this case 28 hits, 
to sink a ship. Fourteen would do it in 
one turn but the odds against making 
that many hits in one battle turn are 
quite high. What this "magic number" 
of 14 indicates is the number of hits 
in a short period of time that would 
"short circuit" the ship's damage con- 
trol ability. Besides causing massive 
internal damage we consider this num- 
ber of hits to be sufficient to penetrate 
and detonate the ship's magazines. 
This wag, in fact, the only thing that 
could, and did, sink these ships so 
quickly. 

THE GENERAL: Getting back to our 
original question, exactly which ships 
were sunk at Jutland? 

DUNNIGAN; On the British side the 
19,000 ton battle cruiser Indefatigable, 
the 27, 000 ton battle cruiser Queen 
Mary and the 17,000 ton battle cruiser 
Invincible were literally blown out of 
the water by the German battle cruisers. 
In addition the 13,000 to 14,000 ton 
armored cruisers Defense, Black Prince 
and Warrior were similarly shot to 
pieces. The British also lost 8 des- 
troyers. The superior protection of 
the German ships enabled the Germane 
to come out of the battle with far fewer 
losses. The Germans only lost one 
battle cruiser, Lutzow, and this 26, 000 
ton ship was not actually sunk by the 



British but was in fact scuttled by its 
German crew because it was unable to 
get back to port, due to its slow speed 
caused by 24 heavy shell hits. At that 
time the British Fleet was between the 
Lutzow and The High Seas Fleet. The 
Germans also lost the 13,000 ton pre- 
dreadnought battleship Pommern which 
took two torpedoes amidships during a 
night British tjestroyer Attack. The 
Germans also lost four light cruisers 
and five destroyers. The British even 
admitted after the battle that the in- 
feriority of their own shells and the 
superiority of the German protection 
undoubtedly saved as many as half a 
dozen German battleships from certain 
destruction. 

THE GENERAL; In the design of the 
game we find that Germany's 23 capital 
ships were superior to the British in 
all categories that mattered. They 
were better armored and protected, 
they used superior tactics and despite 
the usually larger caliber of British 
guns managed to give as well as they 
got in a gun duel. Now, exactly how 
did you determine the gunnery factors 
for each of the ships? 

DUNNIGAN; The first question I had to 
answer was, what sank a ship? I found 
out that practically nothing could sink 
these ships. Actual fire power consist- 
ed of a number of variables. The most 
important were ability of shells to 
penetrate armor, and not caliber and 
weight of shell. Rate of fire was im- 
portant since the smaller the gun the 
higher was the rate. Fire control pro- 
cedures and equipment and of course 
the skill of the gun crews themselves 
were also important. The end result 
was, of course, percentage of effective 
shells that hit the target. I emphasize 
effective because nearly half of the 
British heavy armored piercing shells 
were duds against armor. Our prob- 
lem was then how Lo relay the effective- 
ness of fire power with the effectiveness 
of protection. We handled fire power 
first. Taking an arbitrary number, say 
one, for the smallest type heavy gun, 
that is the German 11 inch 40 calibre 
long we proceeded to rate it, using the 
base no, 1, against 3-11 other guns in 
accordance with the previously laid 
down criteria. This gave us our fire 
power. The range was found to be de- 
pendent mainly on the effective range 
of the fire control equipment, which was 
about 20, Q00 yards. All the heavy guns 
at Jutland could fire at least that far. 
The effectiveness of fire changed with 
range mainly because of the efficiency 
of the fire control equipment. Once we 
knew how many effective hits could be 
delivered by each ship we had to deter- 
mine how many hits would be needed to 
short-circuit, as we began to say, the 
target ships damage control. 
THE GENERAL- Obvious, then, this 



was a very time consuming portion of 
the design and probably one of the major 
reasons why it took almost a year to do. 
Actually, what was the hairiest part of 
the design of this game? 
DUNNIGAN: When it comes to sheer 
difficulty, and that's not just the drud- 
gery involving research, I would say 
that the most difficult designaspect was 
in writing the rules. We of the Kampf 
design team made the usual mistake 
amateur game designers make when we 
wrote up rules which lefttoo many loop- 
holes. Avalon Hill has learned long 
ago that even in a game with little or 
no historical relationship the rules must 
be very precise - otherwise the game 
will go off into unrealistic and unwieldly 
tangents which no one planned, wanted 
or will enjoy. In Jutland we tried to 
recreate the original situation as much 
as possible. Good game design would 
provide the basic elements of the situ- 
ation but without rule3 which accurately 
reflected the conditions under which the 
original commanders labored good de- 
sign could produce a totally unrealistic 
situation. Our expensive play test pro- 
gram has, as we hope, proved that we 
have overcome the rule problem. 

THE GENERAL: I see that much thought 
and time has been devoted to the play 
test evaluation questionnaire that you 
sent, out to pre-testers. Exactly of 
what value were these play-testers to 
you? 

DUNNIGAN: We realized from the very 
beginning that Jutland, like other Ava- 
lon Hill games, would be played by 
people with a wide variety of interests 
- some of them would he interested 
mainly in military history - others 
would be interested mainly in a good 
game while still others would be inter- 
ested in the reactions of themselves 
and their friends in an unusual situation. 
What our extensive random play test 
program tried to do was to reach as 
many different types of Avalon Hill cus- 
tomers as possible and see what their 
reactions would be to the game. What 
we tried to do in effect with the play 
test program was to please everyone. 
Every criticism, every question as to 
the game and its rules we tried to satis - 
by by modifying the game. This was 
time consuming. It was also very 
frustrating. Basically though the real 
value of the play testers was in debug- 
ging the game. 

THE GENERAL: Well we notice that 
you also had some difficulty in the his- 
torical data itself. For instance, the 
so-called authentic historical data of 
three very prominent sources, Die 
Deutschen Kriegschiffe, Janes fighting 
ships andBraseey's Naval Annual. They 
don't even agree on the deck plans of 
certain ships so who do you go by in 
these instances ? 
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DUNNIGAN: I usually go by the seat of 
my pants. Janes and Brassey's usually 
contain accurate deck plans of British 
ships but when it came to German ships 
there were wide variations. There 
were also certain variations in the Brit- 
ish ships as changes were made during 
the war that Janes or Brasaeya did not 
catch. Actually this wasn't a very im- 
portant point. However I did follow 
through on it and we tried to incorporate 
as much as possible accurate data for 
the deck plans. For the Germans the 
best source was not Janes or Brassey 
but Erich Groner's Die Deutschen 
Kriegschiffe. I, myself, am still un- 
decided at this point as to how far Ava- 
lon Hill plans to go with historical au- 
thenticity in their games design after the 
obvious success of Jutland. 

Just out of curiosity, what are Ava- 
lon Hill's thoughts in this area? 
THE GENERAL: From this point on 
Avalon Hill's phiLosophy will be to place 
historical accuracy uppermost in the 
future design of games. If balance is 
what the players want, then they can 
obtain this by a proper selection of the 
optional rules that we will include to 
Satisfy this sort of thing. Incidentally 
this game balance bit has been some- 
what of a thorn in the side of Avalon 
Hill. Let's face it - most battles are 
not balanced to begin with. One side 
felt that they had a definite advantage 
in the first place or they wouldn't even 
have made an attack. Mr. Dunnigan 
what are your thoughts on balancing a 
game with historical setting. 

DUNNIGAN: A game that has been care- 
fully designed according to reliable his- 
torical information is like a piece of 
precision machinery. When you set out 
to alter it, say for purpose of "play 
balance" you must either do extensive 
redesign work or else watch the game 
change considerably, usually for the 
worse. JUTLAND was a good example 
of this. From the very beginning the 
Germans realized that they were losers. 
Their idea of a "victory" was to mere- 
ly cut the British fleet down to size so 
that they could LATER engage them in 
a full scale "battle for the North Sea.". 
The British, on the other hand, had 
their prestige and the "Trafalgar Tra- 
dition" to worry about. Unless they 
won a great victory the world would 
realize, as Jellicoe and a few others 
already had, that the British fleet was 
not invincible. And then there was the 
problem of the British trying to get 
through the German controlled Baltic to 
Russia. In dealing with the problem of 
"conditions of victory" and "play bal- 
ance" we thought primarily in terms of 
"incentives". That is, we sought to re- 
create in the game the same incentives 
which originally brought the two fleets 
together. By sticking to the historical 
format we neatly avoided the "play-bal- 



ance" trap. Again the key to the whole 
problem was good, solid, nothing left to 
chance research. 

THE GENERAL: Not let's get into the 
digging up of the historical data itself. 
How were you able to coTnbine this usu- 
ally irreconsolable marriage between 
historical accuracy and playability? 
DUNNIGAN: Actually history is some- 
thing of a game itself. History is often 
called the study of cause and effect. If 
the causes are known the effect might 
be open to statistical prediction. It is 
on this supposition that Avalon Hill's 
game formulae is based. If we depend 
on history itself for the rules of the 
game we will have in effect united his- 
tory with game playability. However, 
the depth of research is all important - 
nothing can be left to chance. We must 
put the player as much as possible into 
the same position as the original com- 
mander. Thus, it is not enough simply 
to obtain an accurate order of battle 
and an accurate account of the original 
campaign or battle. Reading between 
the line of history we find that in Jut- 
land, for instance, such mundane tech- 
nical matters as the direction of the 
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wind, thickness of transverse bulkheads, 
fuel capacity of the destroyers, men- 
tality of the ship and division command- 
ers, fire control and damage control 
procedures, the system of manufactur- 
ing and proof testing shells as 'well as 
many other seemingly minor variables 
would have a profound effect on the de- 
sign of the game if they were left un- 
noticed and not incorporated in the game 
itself. Thus the more authentic the re- 
search For the game the easier it is to 
devise rules which take into account 
every eventuality. 

THE GENERAL: By the looks of things, 
you've certainly done your part. Jut- 
land is probably the most accurately 
researched game in the entire line. If 
it plays as well as it has been research- 
ed , then we can look forward to a "long 
run", as they say in theatrical circles. 
We thank you again for being with us 
and wish you continued success with 
"Karopf". 



ED NOTE: Information on Kampf can 
be obtained from: 8512 Fifth Avenue, 
Brooklyn, New York. 



Simultaneous Movement 

by Frederick R. Guest 

1, Use two acetate sheets -- one sheet er8 i, indicated by writing a number on 

per side. ^ e sheets with a grease pencil , 

a. Each counter or group of count- 
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b. After each side records his move- 
ments, the acetate sheets are put to- 
gether on the game board to resolve 
battles, if any. 



c. Battles occur only if the time of 
movement for each is identical when 
meeting. 
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(A) No battle because Red was in and 
out of square E2 before Blue 9 got into 
position D3. 

(B) Battle takes place with Red 15 



in square E3 and Blue 9 in D3. Battle 
would also have occurred if Red 15 
would have remained in El after a move 
of 1. 
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2. Attrition table would have to be re- 
vised to account for both armies in. 
movement when meeting. 



Present 
BLITZKRIEG table would be used when 



one side is attacking the opponent's 
counters which have not moved {as- 
sumed to be on the defensive). 



EXAMPLE of Table when BothArmies are Moving: 
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If, for example, a battle of three- to- 
one was taking place on a roll of 3, the 
group with the odds of 1 would lose 2 
factors. 

I suggest a retreat movement of 1 

BATTLE EXAMPLES : 
(A) 



move in cases where more than one 
factor is lost. Also, a forward move 
of 1 move in case the opposing player 
loses more than 2 factors. This rule 
also applies to the BLITZKRIEG Table. 
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The odds would then be Blue 5 ■ 3 fac- 
tors, Red 2, 4 and 6 = 19 factors or 6- 
to-1. Use the, "Both Armies Moving 
Table" in this situation, since at such 
an overwhelming superiority of strength 
it is assumed that Red 2 would also 
seize the initiative with Red 4 and 6 and 
counter-attack. If Red i> was only 2 
factors strong, the battle would be re- 
solved as follows: 
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The identity and strength of counters 
Z squares away from each other would 
be revealed and positions marked on 
ownacetate sheet, if desired. All other 
positions would be revealed at the time 
the sheets are placed one on top of the 
other, but not the identity and strength. 
Secrecy and bluffing could be used to 
incorporate the element of surprise into 
the game. 



Blue 5 moves to Dl; Red 4 moves to 
E2; Red 2 remains on El. Battle oc- 
curs between Blue 5 and Red 2 and 4. 
Blue 5 may soak off against Red 2, 
since Blue is the attacker, but Blue 5's 
remaining forces must be used against 
Red 4. The present BLITZKRIEG At- 



(3) 



trition Table is used in resolving the 
battle with Red Z since Red 2 is on the 
defensive. The table to be used for the 
remaining forces of Blue 5 versus Red 

4 is the, "Both Armies Moving Table," 
as previously described. 
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This example is the same as in (A) 
except that Blue 7 is now in the picture. 
Red 4 must deploy a part of his forces 
against Blue 7, who is on the defensive, 

EXAMPLE OF SOAK-OFFS: 



before engaging Blue 5. The attacker 
has the choice of how many factors he 
will deploy against units in a defensive 
position. 
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Blue 5 
Red 2 
Red 4 
Red 6 



3 factors 
12 factors 

4 factors 
3 factors 



Blue 5 must soak off against Red 2 
at least l-to-6. This leaves Blue 5 
with only 1 factor to use against Red 4 



and 6, which would be a 7-to-l odds. 
However, greater than 6-to-l odds 
would enable Red 4 and 6 to aid Red 2. 
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In (A) 13, 15, 17 and 19, all are 
weak units, but Red does not know it, 
although he knows there are at least 
four units there. Red would know the 
identity of Blue 1 and 7 and Blue would 
know the identity of Red 2. The Blue 
13, 15, 17 and 19 could very well each 
be stacked to the maximum of 12 fac- 
tors. The completely hidden rule, as 
devised by AVALON-HILL, could also 
be used. 

3. To simplify recounting moves, each 
turn should be made in two phases: 



EXAMPLE: 
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Each phase is further broken down into sub-divisions as follows: 
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MOVES TO BE MADE BY PHASE ONLY ; 

(lines) cross. Moves should be made in 
Subdivisions are used only for the phase a and not by subdivisions. 
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4. MORE ON AIR MOVEMENT : 

Eacli player would determine, se- 
cretly, the number of planes to be used 
for the attack. Fighters not participat- 
ing in attacks could be used to intercept 
the other players attacking planes. The 
line of flight at attacking aircraft would 
then he indicated on the acetate sheets 
and then placed as in lb above under 
simultaneous movement. After this is 
done, intercepting fighters could be 
used. However, intercepting fighters 
could not begin their flights until at- 
tacking plans are at least 5 squares 
away from friendly units. 

EXAMPLE: 



tsfo 63JAUl 




_ N <*> + W 
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Red fighters could not begin their 
flight until attacking Blue reaches square 
G3, which is 5 squares away from Red 
15 on L2. Therefore, Red would com- 
plete the second subdivision of the phase 
on square N3 and Blue on square 14. 
The interception would be made on 
square L4 where Blue and Red com- 
pleted subdivision 3. It is assumed that 
Red remained on square L4 an additional 
Z moves, since it only took two moves to 
get to that square, while it took Blue 3 
moves to get to the same square. Red 
fighters could have continued onto square 
J4. In this case, contact would have 
been made somewhere between squares 
J4 and L4. 

In the above example, even though 
fighters move at a rate of 4 squares 
per subdivisiou, Red fighters moved 
only 2 squares during the second sub- 
division of the phase. This represents 
the remaining moves (after being de- 
tected) of the attacking aircraft for the 
same (second) subdivision. This lag 
compensates for fighter take-off pre- 
paration time, after the fighters have 
been alerted of the attacking aircraft 
by land units 15 on square L2. (THIS 
IS AN EXCEPTION TO THE "MOVE BY 
PHASE ONLY RULE. ") 

It would take a SAC group longer 
than two turns to complete a total of 40 
squares -- the allowable total number 
of moves MDM would take longer than 
one turn for 20 squares. FTR, one 
turn for the 24 squares allowed. TAC 
less than one turn for 16 squares, etc. 
Flight could begin during any phase (any 
subdivision for intercepting fighters) 
and could overlap into the next phase or 
turn. A restriction that should be made 
is that planes, upon returning to their 
base, must wait at least one phase be- 
fore being used again. 

Aircraft must make or use up their 
maximum number of moves per phase 
while in flight, according to the Table. 
During first phase, aircraft in flight 
can move less than the maximum tium- 
berof moves (Represents different take- 
off time s . ) 

Aircraft may or may not move while 
in flight. However, the maximum num- 
ber of moves, per phase, is still used 
up except during first phase, as stated 
above. This enables FTR's, regardless 
of different movement factors, to es- 
cort bombers. 
EXAMPLE: 

5ftC W1QV-C& 1 aev Phase. 

2^j ?Vv 3,»c- In f Ujkt 



Sft 
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1 1 1 



3 3 3 






ttt. 



A record should be kept of the num- 
ber of moves that were used up in each 
square. This is important, especially 
during short range bombing runs, when 
a longer period of time over a square 
affords a better chance of making con- 
tact with units that might be passing 
through the square that is being strate- 
gically bombed. 

5. MISCELLANEOUS: 



- S 

'^( nnwbev o£ 



a. Artillery - Range 2 squares -- 
1 roll of die per 4 attack factors -- 
Roll of 1 or 6 -opponent loses 1 factor. 

b. Navies should be allowed to 
blockade ports. No supply or reinforce- 
ments through a blockaded port. 

c. Strands of War - In the "Art of 
War on Land, " Lt. Colonel A. H. Burns, 
D.S. O. , mentions four strands of war; 
these could be built into the game: 

1, The commander - quality & ca- 
pability. 

Z. The troops - quality and capabil- 
ity. 

3. Morale. 

4. Resources. 

Build these strands of war into the 
game by the use of tables. 

Comments to: Frederick R. Guest. 
50 Maricrest Drive, Tonowanda, New 
York 14150, 

The Red Army 

by Victor J. Gervol, Jr. 

In this brief article I am going to 
try to outline in cold hard facts the 
growth of the Russian Army in World 
War II. I hope that I can show you the 
reader what faced the Germans and 
what the odds were. Hitler's campaign 
against the Russians ended in 1945 in 
the rubbled streets of a gutted Berlin; 
this is the story of the army that ended 
the thousand year Reich. 

At the outbreak of the Second World 
War in 1939, the USSR had an estimated 
array of 108 Rifle or infantry divisions, 
36 armored or mechanized brigades 
and 30 cavalry divisions. By the start 
of Operation Barbarossa in June 1941, 
these figures had risen to 175 Rifle 
divisions, 78 armored or mechanized 
brigades, while the number of cavalry 
divisions remained the same. In man 
power the score stood at: The Soviet 
Army 4. 7 million men. The German 
Army 3. 3 million men. 

I would like at this time to point out 
the superiority of the German Army in 
both training and quality. A single 
German tank division could and did 
often times out perform entire Russian 
tank corps, this however was not due to 
superior German equipment, but to 
German soldier performance. Indeed, 
the Soviet tanks during WWII were su- 
perior to all of their German counter- 
parts. 
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Between June 1941 and November 
1942 the number of Soviet Infantry for- 
mations had increased from 175 to 442 
although a large number of these were 
rifle brigades. The number of armored 
formations increased in both quantity 
and quality with the mass production of 
the new and superior T-34. As for 
numbers, armored and mechanised bri- 
gades increased from 79 to 186 and in 
the spring of 1942 they were reorganized 
into armored and mechanized corps 
putting them at par with their German 
armored divisional counterparts. Mean- 
while the number of Soviet cavalry di- 
visions increased from 30 to 35. 

The German's forces at this time 
were increased only by a few divisions 
most of which came from Italy and 
Hungary. 

It should be noted that in this period 
just previous to Stalingrad the Soviet 
Army at the front had increased its 
superiority at a rate of at least 2:1 in 
men and 3;1 in tanks. With the German 
losses at Stalingrad the German on- 
slaught stopped. Not yet decided the 
outcome of the Eastern campaign was 
now in doubt. 

In the spring of 1943 the Soviets 
were forced to refit and regroup due to 
the mud. The Germans tried to do the 
same, but the loss of the 6th Army 
couldn't be made up. So the number of 
German formations dropped from their 
peak of 214 to 190 although this included 
the losses of many allied formations: 
Romanians, Hungarians, Italians, etc. 

The number of Russian formations 
at this time rose again; Infantry divi- 
sions and brigades increased from 442 
to 513, armored and mechanized bri- 
gades rose from 186 to 290 and cavalry 
divisions increased from 35 to 41. The 
manpower score stood as follows: Rus- 
sian Frontline troops 5, 1 million. 
German and allied front line troops 3 
million. 

Production also went up for the So- 
viets, the monthly tank production fig- 
ures was 2000 per month, Soviet artil- 
lery had increased, and the Soviet Army 
became mobile with the deliveries of 
American trucks - 434,000 since the 
summer of 194£. 

1943's summer also marked the 
creation of Z9 new Soviet formations -- 
The Soviet artillery division. 

The battle of Kursk was a draw, the 
Soviets replaced their tank loss within 
a few months, the Germans never re- 
covered. 

In 1944 the Red Army reached its 
peak World War II strength although ac- 
cording to German calculations, it had 
suffered 14 million casualties. In that 
year Germany lost the war in a series 
of attacks by the Russians known as 
"Stalin's ten destructive blows, " I shall 
not speak of these as they only resulted 
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in German losses of both men and land, 
While dear Germany's allies also de- 
serted. 

The Russians had paid for their 
victories as can be seen by the reduc- 
tion of their rifle divisions from a 
strength of 12,000 men in 1941 to be- 
tween 6000 and 8000 at this time, of 
which only between 4000 and 6000 were 
alive or combat fit. 

In early Spring 1945 the Russians 
used the lull in combat to increase 
their strength from 513 to 5 27 in Rifle 
divisions, 290 to 302 in armored bri- 
gades, and 29 to 43 artillery divisions. 

Material strength for the Russians 
was as follows: Spring 1945 

Tanks: 13,400 

Front line aircraft: 16, 600 

Men: 5. 3 million 

The German army was quite a bit 
under par most of their divisions being 
only the strength of a regiment. 

Material was ae follows; 

Tanks: 3,500 

Front line aircraft: too few to matter 

Men; 1.8 million 

In the words of General Mansteiu 
from whom I quoted almost all of the 
above: "Never, not even during the 
first years of the war, were Soviet 
commanders compelled to fight against 
superior numbers. Never were they 
asked to win a victory against an enemy 
superior in numbeTE. " 

So you see the wai on the eastern 
front, in the end quantity overwhelmed 
quality. 

One important fact which is still a 
mystery is the Soviet airborne forces. 
The Soviets had them, they numbered 
over a million men and women. But 
why were they never employed against 
the Germans? The answer is clear to 
many people, in the early stages of the 
war, they couldn't, and in the latter 
stages they didn't need to. But is this 
the truth, others feel that the Russian 
goal was England, but with development 
of the A- Bomb the gamble wasn't worth 
it, 

Questions? Comments? Write: 
Victor J, Gervol, Jr., Minister of the 
Interior, Aggressor Homeland, 5131 
Juniata St. , Duluth, Minnesota 55804, 
Recommended Reading: The Red Army 
by Liddell Hart, Hitler Moves Ea3t 
1941-1943 by Paul Carell, and Barba- 
rossa: The Russian German Conflict 
1941-1945 by Alan Clark. 

Navy & Air Force 

in Guadalcanal 

by Richard C, Gibersan 

Anyone familiar with the Battle of 
Guadalcanal realizes that the Navy had 
a prime role in the overall action. 
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Some of the great naval battles of the 
war were fought theTe. This is the 
first of a two part series describing a 
method by which naval and air power 
can be included in Avalon Hill' 9 Guadal- 
canal game. 



NAVAL. STRENGTHS 

It is assumed that carriers remained 
out of range of the present mapboard 
hence they are not included in the order 
of battle. The table below lists the 
type of ships, number for each side, 
movement factor, surface combat 
value, etc. 

SHIP MOVEMENT 

Ship movement consist of 4 turns 
before each land movement portion and 
4 turns after each land movement por- 
tion --thus ships move a total, of eight 



turns during one regular Guadalcanal 
turn. 

TURN 1 (night-planes not allowed to 
fly). Each player secretly writes his 
naval operations stating the number and 
kind of ships being brought on and 
from which aquare(s) that they will 
enter. 

A. American player (AP) brings on 
his ships and moves them. 

B. Japanese player (JP) bring on 
his ships and moves them. 

C. Surface Combat is resolved. 
TURN 2 (Night) JP moves ships, AP 

moves ships. Surface combat. 

TURN 3 (Day-Planes may fly) AP 
moves ships, JP moves ships, Surface 
Combat resolved, 

TURN 4 (Day) JP moves ships, AP 
moves ships. Surface combat. 
NORMAL. LAND MOVEMENT OCCURS 
-INCLUDING TROOP AND SUPPLY 
LANDINGS. 





No. 


of Ships 


Surface 


Firing 


Hits to 


Type 


Jap. 


U. S. Move 


Combat 


Range 


Sink 


BB 


4 


3 3 


B 


3 


5 


CA 


10 


6 3 


5 


2 


4 


CL 


2 


3 


4 


2 


3 


DD 


12 


12 4 


3 


1 


3 


TR 


4 


4 2/3 a 


3 b 





4 


a. Train 


sports 


move Z when Loaded, 3 when 


empty. 






b. Tran 


3ports 


have a defensive surface combat factor of 3. 








ORDER OF APPEARANCE 






Date 




Japanese 
5CA- Chokai, Aoba, Kako, 


6CA- 


American 


Aug. 7 


Australia 


, Canberra, 






Kinugasa, Furutaka 




Chicago, 


Vincennes, 




■ 






Astoria, I 


Quincy 






2CL- Tenryu, Yubari 


8DD- 


Patterson 
Blue, Mo 


, Bagley, 
nssen. 






1DD- Yunagi 




Buchanan 
Mugford, 


, Sedfridge, 
Jarvis 


■ 






4TR- 


McCawley, Little 










Gregory, 


Elliot 



Aug . 1 4 

Aug. 28 

Sept. 11 

Oct, 9 

Nov. 13 



3DD- Asagumo, Oite, 
Yamagumo 

1CA- Tone 

3DD- Asugiri, Shirakumo, 
Yugiri 

4CA- Atago, Maya, 

Takao, Myoko 
4TR- Nagomaru, Sadomaru, 

Yamatsukimaru, Nagaramaru 



2BB- Kongo, Haruna 

2BB- Hiei, Kirishima 
5DD- Samidare, Teruzuki, 

Inazuma, Shirayuki, 

Hatsuyuki 



IBB- North Carolina 

2BB- Washington, South Dak. 
4DD- Benham, Gwin, 
Pre ston, Walke 



* Indicates earliest date of arrival on playing board. 
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TURN 5 same as TURN 4. TURN 6 
same as TURN 3. TURN 7 same as 
TURN 2. TURN 8 same as movement 
portion of TURN 1. 

Ships should all be "off the board" at 
the end of movement on TURN 8. If 
not it 19 assumed they were damaged 
and not able to move. They may not 
again be moved till the next week on 
TURN 2. Ships still on the board for 
two consecutive weeks are automatical- 
ly sunk. 

SHIP MOVEMENT RESTRICTIONS 

Ship movement next to the island is 
restricted as follows: TR and DD can 
move on the ocean square adjacent to 
a coast square. They must be on such 
a. square to disembark troops and/or 
supplies. There must be one ocean 
square between CA or CL and land, 
and two ocean squares between BB and 
land. Ships may move "around" the 
land areas at a cost of one movement 
factor from their turn allowances. 
Movement is allowed on the lettered 
and numbered squares. 

Only one ship can occupy a square 
(several may enter the board through 
the same square). Ships have no "zone 
of control" thus enemy ships may move 
past each other on adjacent squares 
without stopping. 

Ships leaving the board one week 
cannot reappear until the third week 
following. Thus ships leaving the board 
on Aug, 7 cannot reappear 'til Aug. 28. 
Ships can be "repaired" at the rate of 
one "hit" removed for each additional 
week beyond the minimum that they 
stay off the board. 

SCORING 

Only ships that are sunk score. BB- 
15 pts. CA, TR-12 pts. CL, DD-9 pts. 

Surface combat, Air power and Lo- 
gistics will be discussed next month 
(issue that is). Comments and other- 
wise to Richard C. Gibcrson, 14Z2 
Agnes, Richland, Washington 9935 2. 



Escalation . . . 



by John Michalski 

How often have you so weakened the 
enemy defense that just one more push 
would break him, only to find your own 
armies on the verge of extinction? How 
often has the loss of one attack reduced 
your army to impotence? Or forced 
you to be unable to pose even a threat 
to two fronts simultaneously? These 
questions should call to mind MANY 
games if you fight at all vigorously. 
One answer to this maddening situation 
is escalation. The investment of a mere 
$1.20 for two additional sets of troop 
counters can do wonders for you. Add- 



ing either select units or, if you wish, 
entire sets toyour games in the approxi- 
mate ratio of five to two can allow at- 
tackers to carry on a truly sustained 
offensive or a dual advance; defenders 
can afford minor counterattacks without 
disengaging the very mainstays of their 
line. 

A good example of the beneficial ef- 
fects of escalation can be seen inD-Day. 
Most of you are aware of the essentially 
setpiece nature of the game. Maybe 
some of you old hands can recall that 
line from the '6l Reference Folder about 
the "mobile battle situation somewhere 
in central France," and just how often 
it occurred. Well, now it can. Add an 
Afrika Korps set to each side and twelve 
more infantry divisions to the "D-Day" 
group in Britain. With the German AK 
units having to start behind Paris, you 
can sec a lively, fluid battle. I per- 
sonally u3e a tripled Allied army and a 
doubled German army with all the AK 
units of one set thrown in. Tripled 
navies in Midway make for real action. 
We all know how the Germans stand in 
Stalingrad; try escalation there. 

Some words of caution: 1) Some AH 
games are delicately balanced. You 
could double the Russians and quintuple 
the Germans in Stalingrad and still play, 
but a game like Bulge would be destroy- 
ed, I wouldn't advise large increases 
in Bulge, Waterloo, or Afrika Korps, 
although you can juggle them some. 
2) When mixing armies, be sure the 
armies correspond in strategic posture. 
Don't add Bulge iTmies to D-Day or 
Stalingrad, for instance, of the "blue" 
armies will be lucky to hold their own. 
It isn't enough to match reds with reds 
and blues with blues- -all of one side 
must be strategically offensive, the 
other defensive. 

Let me anticipate the cries of those 
who howl about "realism. " In regular 
D-Day you have every "real" unit that 
was in the Allied army, but how "real" 
is it if you have only twelve divisions 
facing the Moselle and never even see 
the Rhine? Isn't the course and nature 
of the fighting more important than 
avoiding having two units with the same 
number on them? How "real" is it for 
the collapse of Smolensk to correspond 
with the collapse of German offensive 
ability? 

Before closing, let me point out what 
can happen if you become addicted to 
commanding true mass armies as I have. 
Out of four plain map sheets from Avalon 
Hill ($1 apiece) I made a huge four -by- 
five foot board of central Europe en- 
compassing everything from Stettin to 
Sverdlovsk on the same scale as the D- 
Day board. The game initially was a 
purely land one employing three blue 
and two red D^ Day armies, some Stalin- 
grad units, elements of two Afrika Korps 
armies, and is vaguely based on the 
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German Operation 'Earbaroasa' after 
which it's named. The German forces 
were blue and the Russians were red. 
Soon this wasn't quite enough, however, 
because the German wanted to be able 
to do what his actual predecessors did, 
namely, have many divergent, powerful, 
and simultaneous advances underway; 
while The Russian wanted to have a 
(counter- )attaek ability without having 
to withdraw the keystone units of his de- 
fensive line. As in war everywhere 
these days, the call of escalation sound- 
ed sweetly, and off we went. Today the 
German has 1200 units of all types, in- 
cluding air , marine s, ranger s, artillery, 
and paratroops, facing 900Russian units 
equally varied. The troop counters are 
all AH ones and presently include five 
D-Day sets, two Waterloo, two Stalin- 
grad, elements of two Afrika Korps, 
two Blitzkriegs, and one each of Guadal- 
canal, Chancellorsville, and Bulge. 
Play takes a couple of days, but when 
it's over, you've fought an exciting 
back-and-forth campaign that I feel is 
the actual objective of any true war- 
gamer. 

Comments, inquiries, or your spare 
and unwanted Guadalcanal or Blitzkrieg- 
air counters will be appreciated by John 
Michalski, 1118 S. 35th Street, Mil- 
waukee, Wis. 53215. 

Rommel's Thrust - 1941 

by Doug Cragoe 

When Rommel arrived in North 
Africa in March of 1941, he found the 
Italian Army and Air Force in bad re- 
pair. The British O'Connor Campaign 
had captured the city of Agheila and 
large numbers of men and supplies. 
(See Mar-Apr. issue. ) But Rommel 
had brought with him the 5th Light Divi- 
sion (This unit was renamed the 21st 
Panzer later+. ) The 15th Panzer would 



* Each of Rommel's Panzer Divisions 
was made up of: 

A Panzer Regiment of 2 battalions 
(each of 4 companies). A company had 
21 tanks. The total of the regiment was 
194 tanks, including command and sig- 
nal tanks. However, until the spring 
of 1942 each battalion was minus one 
company. By then the company was in- 
cluded in each battalion and the propor- 
tion of medium tanks was increased. 

A Motorized Infantry Regiment of 3 
battalions (each of 4 companies). 

An Artillery Regiment of 3 battalions 
(of 3 batteries and each of 4 guns). One 
battalion was heavily equipped with 150 
MM howitzers. 

An anti-tank Battalion (of 3 com- 
panies, each with 12 anti-lank guns). 

An armored Reconnaissance Bat- 
talion (with 30 armored cars). 
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be landed in May. The location of the 
British troops in Cyrenaica was unknown 
to Rommel, therefore he thought the 
British might attack. . . turning the situ- 
ation from bad to worse. (Actually, the 
British had withdrawn many units and 
were not planning an attack, ) 

Rommel attacked to gain the initia- 
tive first. His 5th Panzer Regiment 
was equipped with 120 tanks but only 60 
were medium (Panzer 111 and IV). The 
Ariete Division could also add 80 tanks. 
His attack was completely successful. 
His Italian superiors tried to limit the 
attack but he pressed on. Later Berlin 
gave him supreme control of his army. 
His attack was divided in many direc- 
tions. Therefore, there would be many 
columns moving at the same time, all 
having to have proper co-ordination, 
right directions and objectives. For 
this Rommel was constantly observing 
the movements and battles of his troops . 
He flew from unit to unit in an airplane, 
guiding lost units, giving orders, and 
making his presence known to the troops. 

Assault on Tohruk 

Rommel's first attack was carried 
out on April 12, 1941. The Brescia 
Division (holding the western front of 
the fortress) would attack in addition to 
21st Panzer on the SouthEast. The 21st 
was stalled infrontofan anti-tank ditch, 
so Rommel decided to renew his at- 
tempts a few days later when more 
artillery and the Ariete Division ar- 
rived. 

The second major attack was made 
by the 15th Panzer that had just ar- 



rived. The 21st Panzer would make a 
supporting attack from the south-east. 
The attack was launched on the 31st of 
April and beat back the British holding 
positions, threatening Axis supply lines. 
After this, however, the AfTika Korps 
did not have sufficient forces to take 
the fortress. 

Operation Battleaxe 

The German disposition of forces in 
June was as follows: 15th Panzer oc- 
cupied the Bardia, Salum front, the 
bulk of the 21st was in reserve south of 
Tobruk. To meet the British counter- 
attack, the 15th had 80 tanks but rein- 
forced by tanks of the 21st, totalled 15 0, 
of which 95 were Panserlll or IV. Even 
though Rommel anticipated a British at- 
tack he had only small supplies of pe- 
trol. On the 15th of June the British 
launched their attack on the Salum front. 
Immediately the 21st Panzer aided the 
15th. The battle ended three days later, 
a complete German victory. The Bri- 
tish lost 87 tanks and about 500 men 
while the Germans lost 570 men killed 
or captured and 25 tanks totally des- 
troyed. 

This battle impressed Rommel's 
superiors. They said they would rein- 
force the army with 2 more German 
mechanized divisions and about 7 Italian 
armored and mechanized divisions. 
However, these were not delivered. 
With them Rommel said he could have 
withstood the British Winter Offensive. 
Doug Cragoe, 2 Linden Lane, Spring- 
field, Illinois 62707. 
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How to Capture Antwerp Without Really Trying 



by Richard Shagrin 



Friends, Romans, Counlrymen-- 

lend me your ears! I come not to 

praise the Americans, I come to bury 
them. 



Even though the Avalon Hil] com- 
pany has seen fit to aid the "poor Amer- 
ican", the Germans (you and I) can still 
easily stomp. All that is required is a 
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true blitzkrieg that will capture Bas- 
togne by the third of fourth turn. A 
tall order ? Not if you go about it prop- 
erly. And this article is designed to 
tell you how to do it — 9 times out of 10. 
The board is divided by the center fold 
roughly in half- -Concentrate your ef- 
fort on the Southern half. 

Get a 3 to 1 against the fourth divi- 
sion's eighth regiment on TT31. This 
bottles up a third of the American's 
strength on this side --unless you get a 
contact--in which case 4/8 will get 
away, and you will have ta kill it in 
Diekirch next turn. Attack the 4/8 only 
from TT30 in order to force it back 
down the road, to the Southeast. Move 
across the river into the vacated square 
--the regiments have an even harder 
job to get around you then, If you 
should roll an exchange--you will have 
to give up an 8-4 panzer grenadier but 
this is a necessary risk. Attack 7/CCB 
at 8 to 14 on the off chance you will be 
able to move across the river and sur- 
round 7/CCB which 3hould be attacked 
at 8 to 1. Attack 28/109 at 6 to 1. Use 
about half armor he re --if you can ad- 
vance 3 or four after combat, move on- 
to the Clerf River. LL27 is always a 
very nice square to advance to—es- 
pecially if the Americans retreated 
28/109 into Clervaux. Do not attack 
28/110, infantry units on 0023 and 
0026 will keep it from bothering you-- 
or even escaping if you have advanced 
3 or 4 after your attack on 28/109. Put 
a 5-4 armor unit on 0022, an infantry 
unit on PP19, and an infantry unit and 
your last 5-4 armor unitonQQ17. This 
completes what would be Army Group 
South in a multi-player game. 

Army Group North is loaned a cou- 
ple of infantry divisions from the Fifth 
Panzer Army to kill 106/422 on TT14 
the first turn and to capture St. Vith 
the second turn. The First SS division 
and those two loaned infantry divisions 
attack at 5 to I, which guarantees that 
they will be free to hit St. Vith next 
turn. One Regiment is placed on -VV13 
and cleverly moves to UUI3, thus sur- 
rounding both regiments of the 106th 
that the Germans can reach. The other 
regiment of that division and another 
division are placed on UU11 to attack 
the 106/423 at two to one. Naturally 
the 5 to 1 is settled before the 2 to 1. 
The 14th armored cav is surrounded 
by two divisions- -one each on TT9 and 
TT11. One regiment on TT11 attacks 
it at one to 3, and will probably be able 
to retreat to SS11 and then RR12, neat- 
ly bottling up the 99th division, even if 
you don't get an engaged or contact with 
your one to two attack from SS9. What 
--you don't see how units can get there? 
Well that fortress the 14th cav is in i3 
infernally convenient. Place unit on 
UU8, move to TT9 and then down road 
to SS9. Remember to attack at one to 
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two- -you don't want to drive himback-- 
nDt with the new rules. The other 
regiment of the division attacks 99/361 
also at one to two and the 9th SS divi- 
sion attacks 2/38 at 6 to 1 from SS7 
and, when 2/38 retreats to Monschau 
or thereabouts, moves onto RR7, neat- 
ly severing the 2nd infantry division's 
chance of getting into action for about 
five turns. 

Well, there it is--with luck the 
American has 4 units to hold the entire 
front- -two 7 -4s in the south plus one 
regiment of the 28th division, either 
109 or 110, since he has to hold Cler- 
vaux to cramp your supplies. And, in 
the north, one regiment --the one in St. 
Vith. Even if you get louey die rolls, 
you should have Bastogne before the 
Paratroopers arrive to give the Ameri- 
cans the fortress making capability they 
need to win. Remember to keep a unit 
two squares from all American units 
you can, so that they cannot build for- 
tresses. On the enclosed sample set- 
up, for example, note that I have a unit 
on VV29--from the hard school of ex- 
perience I learned that if the American 
4/16 is allowed to build a fortress on 
VV31, youx supplies are severely re- 
stricted, 

PLAN TW3 sample setup (Placement 
of German Units in Bulge) 

ARMY GROUP NORTH 



S57 


9SS 


SS8 


18/35 


SS9 


18/36 


TT9 


26/51 


TT11 


26/52, 62/123 


UUI1 


62/124, 340 


UU13 


560/915 


UU14 


560/916 


TT15 


12, 277/553 


SS15 


1SS 


ARMY GROUP SOUTH 



QQ17 277/554, 116/310 

PP19 79/153 

0O2Z 3/13, 116/312 

0023 79/154 

0026 150,326 

PP26 2 

PP27 5 

QQ28 Lehr/1, 3/14, 3/15 

RR28 167 

RR29 276, 35 2/703 

TT30 Lehr/2, 116/406 
Lehr/1 grenadiers, 

VV29 352/704 

This setup is particularly useful for 
a multiple commander (from 2-8) game, 
with two German commanders. The 
Army Group South commander should 
be senior commander if there is no 
Theater commander. 

I would like to mention the aid and 



assistance of Bob Collman, David But- 
ler and Terry Griner in the develop- 
ment of this offense. Any errors and 
imperfections are, of course, my own 
responsibility. Richard A. Shagrin, 
Room 356, Haggett Hall, University of 
Washington, Seattle, Washington 98105. 

A H Psychoanalysis 

By Jared Johnson 

Being an Avalon Hill addict cannot 
fail to have its effects in the develop- 
ment of certain idiosyncrasies and 
quirks. This little test should help 
you to discover more about yourself by 
reaching down into your sub-conscious 
and determining what effects playing 
Avalon Hill games has had on you. 

1. If you see that your opponent is 
about to make a 29-10 attack which he 
thinks is 3-1, you will: (a) tell him 
before he rolls the die, (b) hardly be 

able to wait to tell him after he 

rolls the die, (c) suggest he check 
everything over carefully before he's 
finished because although you don't 
want to win a crucial battle in this 
manner, you still can't bring yourself 
to inform him of his mistake outright. 

2. While your opponent is taking his 
turn you: (a) watch him carefully ta 
make, sure he doesn't cheat because 
you are paranoic, (b) keep straighten- 
ing up all of the units on the board 
everytime they are jiggled, because 
you have an obsession with keeping 
everything neat and orderly, (c) look 
through the rules for some new loop- 
hole. 

3. When you are losing, you: (a) 
start to complain about the crooked 
dice, (b) start leafing carefully through 
the rules, (c) give up easily so you 
can start again and get revenge, (d} 
go on suicide charges because you get 
a thrill out of watching your units get 
eliminated in reckless battles you didn't 
dare risk while you still had a chance. 

4. When your opponent has made a 
big blunder early in the game, you: 
(a) ignore it because you don't want to 
win that way, (b) quickly take advant- 
age of it because you know you will be 
able to win no other way, (c) refuse to 
take advantage of it but still point it 
out to your opponent saying how you 
could kill him if you wanted to but your 
going to give him a break because you 
don't want to ruin the game so soon, 
and rub it in how stupid he is, (d) usu- 
ally don't spot it in the first place. 

5. When you receive your opponent's 
PBM sheets after a one -month interval 
you: (a) quickly make your move and 
return them the same day just to spite 
him, (b) decide to keep him waiting 
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just a little bit longer and throw the 
letter in the corner to sit for a month. 

6. You become angry at Avalon Hill 
for changing the rules to their games 
so often when you receive the first 
PBM sheet from a new German opponent 
and he is: (a) isolating the 4-4-7 at 
Msus in Afrika Korps , (b) fighting an 
8-1 battle against the 4-6 cavalry unit 
at TT-10 in Bulge , (c) setting up a 
heavy defensive force to prevent an in- 
vasion at South France in D-Day . 

7. It is a traumatic experience when 
you; (a) have to look at your opponent's 
units upside down, (b) learn thatAvalon 
Hill has just come out with a new re- 
vised up-to-date version of a game and 
you have just purchased the old set, 

(c) have just set up most of the units 
on the Order of Appearance Card, but 
the last piece in your hand and the va- 
cant spot on the card do not match, 

(d) lose an all -skill game by one lousy 
roll of the die. 

8. The main disadvantage to playing 
PBM is: (a) you have a neverending 
fear of making a stupid mistake on the 
Battle Sheet, thus check everything over 
ten times before sending it off, (b) you 
don't get the satisfaction of watching 
your opponent sweat, (c) it seems ridi- 
culous to spend a couple of dollars on 
stamps for a game that would cost noth- 
ing in person. 

9. While your opponent is taking his 
turn, you: (a) keep asking him if he's 
finished to upset him with your eager- 
ness, and make him think he's made a 
mistake which you see and he doesn't, 
(h) chuckle to yourself every time your 
opponent moves a piece, (c) look over 
the board, shaking your head, and mum- 
bling tch, ten, (d) All of the above, 

10. When you are playing a war game 
you: (a) actually see the armies mov- 
ing across the land, the clash between 
armor and artillery, the cavalry men 
on horses splashing and charging across 
the river, the fierce fighting and the 
smoke of the battle, and hear the gun- 
shot and cannonfire, the planes diving 
overhead, and the commanders shout- 
ing their orders to their troop, and feel 
the thrill of victory as your men charge 
across the battlefield and up the hill to 
rout the enemy, (b) see a bunch of little 
pieces of cardboard on a paper map 
with hexagons all over it. Comments 
to .Tared Johnson, 1548 Rochelle Drive, 
Chamblee, Georgia 30005. After com- 
pleting the test check page 15 for evalu- 
ation of results. 



RESULTS OF PSYCHOANALYSIS TEST- 
If you were able to find suitable answers 
for more than six of the questions, you 
need help! 
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Winners - Contest #18 

Congratulations goes to David Butler, 
who struck out the side, The firstbatter 
was erased ona low outside pitch, hitter 
#2 fell victim on a high, outside pitch, 
and batter #3 was had on a high inside 
pitch. Those "rookie pitchers" earning 
free games are: 

1. David J. Butler, Boise, Idaho 

2. James Secna, Tuscon, Arizona 

3. Vince Meconi, Wilmington, Delaware 

4. Roy Massion, Elgin, Illinois 

5. John Michalski, Milwaukee, Wis- 
consin 

6. Steve Dodge, Coronado, California 

7. Brent Ellerbroer, Long Beach, Cali- 
fornia 

8. Terrell E. Gray, Jr., Wilmington, 
Delaware 

9. Norman Zinkham, Rosetown, Canada 

10. David Summer, Birmingham, Ala- 
bama 

A free Avalon Hill game has been 
awarded to each of the winners. 
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OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 
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All ads are inserted as a iree service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 



CONTEST NO. 19 



Don't forget to vote on what are the 
three best articles of this issue., .re- 
cord your votes where provided on the 
Contest Entry blank. 



Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play-by- 
iria.il equipment and the General. 
Here's how it works 

Each coupon is worth 25£. But one 
coupon alone does not entitle you to a 
25f credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you. 
simply send us a check or money-order 
for $1. 00 less than the usual retail value 
of the game.- 



i t m u i i r h m I l 1 . I 1 LLiJ 



25* 25* 

SAVE THIS COUPON 

GOOD TOWARD THE PURCHASE {": 
OF ALL AVALON HILL 
PRODUCTS 

MAY -JUNE 1967 

M iiirnuinn 



As General Robert E. Lee, you have 
ordered an attack against Gamble's 
Union Cavalry Brigade, positioned at 
the base of Seminary Ridge (square 
11-11) just west of Gettysburg. You 
have directed Heth and Mcintosh to 
make the attack. Success of your over- 
all battle strategy depends on where and 
how you think Heth and Mcintosh will 
attack Gamble. Thus, you must guess 
which squares Heth and Mcintosh will 
be on and their direction of attack. 

On the Battle Plan encircle one square 
designating where Heth will he; one 
square for where Mcintosh will be (they 
may be on the same or different 
squares); and one direction of attack 
for both Units. In addition, write in 
the correct attacking odds. Their exact 
squares and direction of attack will be 
determined hy the closing New York 
Stock Exchange transactions of Mon- 
day, June 12, 1967 (consult morning 
paper of June 13. ) The last digit in the 
sales-in-hundreds column will he con- 
sulted for each of the three variables 
under the stock listed on the Battle Plan. 



Ten Winners to be Named 

The first ten contestants to submit 
perfect, or near perfect. Battle Plans 
will be awarded a free Avalon Hill game 
of their choice. Attacking odds must 
match the attack correctly - ties will 
be broken in favor of correct attacks 
at the higher odds. Entries must be 
postmarked no later than June 11, 1967. 
Entrants may submit copies or photo- 
stats - one to a contestant, only. 



Vote for Best 3 Articles 

All entrants must list what they per- 
sonally feel are the three beat articles 
in this issue. This selection has no 
bearing on the contest results, but en- 
tries not containing this information 
will be voided. 

BATTLE PLAN 

Goodyear l.B.M. U.S. Steel 



Last 


Heth's 


Mcintosh's 


Direction 


Digit 


square 


square 


of attack 


1 


11-10 


1 1-10 


frontal 


2 


11-10 


11-10 


frontal 


3 


11-10 


11-10 


frontal 


4 


12-10 


12-10 


frontal 


5 


12-10 


12-10 


partial enf'de 


6 


10-10 


10-10 


partial enf'de 


7 


10-10 


10-10 


partial enf'de 
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10-11 


10-11 


partial enf'de 


9 


12-11 


12-11 


full enfilade 


10 


12-1] 


12-11 


full enfilade 
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cing odds 
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Headl 


Best Artie! 
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Name 
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State 


Prize 
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True Spirit of Blitzkrieg 

by Steve Bachmann 

Does Blitzkrieg really hold for us 
the World War II type of warfare and 
tactics we all yearn for? The realistic 
answer is no, 

A typical Blitzkrieg game will go 
somewhat like this: The two major 
powers will overrun the small countries 
quite quickly. Here we have the blitz- 
krieg in Blitzkrieg. But here it ends. 
What happens when, the forces meet? 
From then on it is typical World War I 
warfare: an attritioning of forces until 
finally one of the two breaks. So Blitz- 
krieg is in reality a fine World War I 
game, not World War II. Armor can't 
be potent in Blitzkrieg because its stack- 
ngisso limited. Therefore, expendable 
nfantrydoes the job much nicer in fight- 
ng stacks of twelve along the front. 

But isn't this how a blitzkrieg war 
would go? Well, the book Panzer Lead- 
er by Heinz Guderian, one of the de- 
velopers of blitzkrieg, points against 
the way Blitzkrieg ends up to be. Early 
in the book Guderian talks about his 
theories against World War I positional 
warfare as opposed to mobile warfare 
with armor. The armor smashes the 
hole, and flows forward (like in Bulge) 
and the infantry follows up, protecting 
flanks and occupying the territory. But 
what is in Blitzkrieg? A rush for posi- 
tion on the mapboard and then it's fought 
out. 

The armor doesn't go first to 
break a hole after the lines are drawn. 
The infantries fight it out. Pure armor 
fronts are chewed and 1 blunted by equally 
powerful heavy infantry stacks. 

Now, an analysis of the schwer- 
punkt tactic as it is now in Blitzkrieg: 
The infantry achieves the elimination 
first and is followed up by the armor. 
Now a quote from Panzer Leader: "De- 
spite the very plain lessons of the West- 
ern Campaign, the Supreme- German 
command did not hold uniform views 
ahout the employment of armored farces . 
This became evident during the various 
war games that were held in preparation 
for the operation and for the purpose 
of training the commanders for their 
missions, The generals who came 
from arms of the Service other than the 
panzer troops were inclined to the opin- 
ion that the initial assault should be made 
by infantry divisions after heavy artil- 
lery preparation and that the tanks 
should only be sent in to complete the 
breaKthrough after o penetration to a 
specified depth had been made. The 
Panzer generals held the contrary view. 
They wanted the Panzer divisions to be 
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Where Avalon Hill Games Are Available 



The following names of dealers sup- 
plement lists found in previous issues. 
These lists represent dealers who have 
stocked Avalon Hill games recently- If 



your favorite dealer has not yet been 
listed, drop us his name and address 
so that we may include him in the next 
i s s ue . 
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in the forefront of the attack from the 
very beginning, because they regarded 
their arm as the most powerful attack- 
ing weapon. They expected the armor 
wouLd thus achieve a deep and rapid 
breakthrough, which initial success 
could be immediately exploited by the 
tanks f speed of advance.'' 

So in summary Blitzkrieg, though a 
good war game is not a blitzkrieg war. 
Attrition j the World War I game is a 
more accurate name for it as it stands 
now, as Blitzkrieg soon turns into posi- 
tional warfare as the game gets going, 
not mobile warfare as the name implies 
it should be. But, asalways is the case, 
it's easier to present the problem than 
the solution. The problem, then, is 
how to make the armor a more potent 
force. My suggestion is this rule: 

Ar- 
mor may be stacked up to 18 factors 
high, providing that the stack contains 
armor pieces only. This will allow the 
armor to mass more power per square, 
thereby making it more desirable to be, 
kept separate from infantry, and give 
the game more fluidity. As in Stalin- 
grad, then, and in Bulge, where your 
armor goes you should go. This pro- 
vision will end stalemated fronts, and 
give Blitzkrieg the blitzkrieg tactic, 

A few more rule modifications: For 
those of you who don't have twelve hours 
to play a tournament game of Blitzkrieg, 
here are some modifications For a 
"basic -too mament" game. Let armor 
stack 3 pieces high, again it has to be 
a pure armor stack, and use automatic 
victory. This will give all you panzer 
leaders the opportunity Lo show your 
finesse as a user of the blitzkrieg tac- 
tic. 

Comments should be addressed Lo: 
Steve Bachmann, Culver Military Acad- 
emy, Band, West Lodge, Culver, Indiana 
46511, 



The Forgotten Attack 

By Robert Shalvoy 

Most wargamers today consider the 
2-1 and the associated attacks to be 
almost sinful and avoid them "like the 
plague". They go about their games 
using just the 3-1 or better and 1-3 or 
worse attacks and find that most of 
their games do not go as well as their 
opponents' and end upon the losing side. 

These people have passed up the 
greatest weapon for the German A.rmy 
since the Panzer came into being. This 
is the 2-1 "keep 'em hone at" attack. 

Mr. Knabe did not go far enough in 
his use of the 2-1. On that same turn 
he could have also broken the Nemunas 
River. He failed to understand that the 
most important obstacle to the German 
advance is the river. To advance to- 
ward the three cities before the replace- 
ments take over the game, the German 
cannotbe held up for many moons sitting 
in front of the rivers. But for one rea- 
son or another, the German just cannot 
get his precious 3-1 across a river. 
In this case, he should and must in 
Stalingrad use the 2-1. He has nothing 
to lose and everything to gain. In most 
games he would lose. But by using the 
2-1 early in the game, as attacking 
across the Nemunas on the first turn 
and winning, he will force the Russian 
to make his line stronger than he norm- 
ally could get away with since you have 
shown that you will use the 2- 1 if given 
a chance. The Russian will soon find 
that he is running out of men and will 
think, "I always had enough men before; 
what happened? " 

In closing, make the Russian work 
not only to prevent any 3-1's against 
his defensive positions but also to pre- 
vent 2-1's. This will mean that he 
must protect his rivers with more men 
and will be forced to levae gaps. You 
may write to; Robert Shalvoy, 15 Lud- 
low Manor, E. Norwalk, Conn. 06855. 
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The Infiltrator's Report 



easy. J consider dues or tests tu be a 
sign of a good club. 



To determine which clubs are worth- 
while, special agent lewett was assigned 
to infiltrate all major clubs. (Tom 
asked to be referred to by last name 
only to avoid recriminations). His re- 
port follows; 

The biggest clubs of all are Aggres- 
sor-Homeland, S. P. E. C. T.R.E. , Dusk 
and U. S.C.A. C. All four of these 
clubs have members throughout the U.S. 
and have Individual army groups in 
many local areas. These big eluba are 
the best organized and offer the best 
services of them all. Of these four, 
Aggressor is the biggest and the best. 
The obvious disadvantages of these 
large groups are the difficulties in re- 
ceiving high command posts and a feel- 
ing of unimportance in such a large 
organisation. To join Aggressor write 
to: John Rancour t, 38 Sanger Ave. , 
Waterville, Maine 04901; for S.P.E. 

C. T.R.E. ; Joseph Thomas, 735 Elm- 
wood, Dearborn, Michigan 48124; for 
Dusk: Terry Sweet, 447 Broadway, 
Bangor, Pa.; for U. S.C.A- C. : William 
Speer, 103 Spring Rd. , Malvern, Penn. 
19355. 

The next category is the middle 
sized war club. They have from ten to 
twenty-five members. The better clubs 
of this size have almost as much to of- 
fer as the large groups. Also advance- 
ment is faster. These clubs could some- 
day be new Aggressor -Homelands or 
could die out. The best of these clubs 
is (of course F wouldn't be prejudice) 
Red Lions. This club is very active. 
Another good club is Praetorian Guard. 
Warmaster is a good bet too. All these 
clubs are nation-wide in scope. To join 
the Red Lions write to: Tom Jewett, 
4244 Harwood Dr. , Dee Moinee, Iowa 
503 12; for Praetorian Guard: Francis 

D. Phillips, 1000 Oakland Ave., Mon- 
roe, New York 10950; for Warmaster; 
Gary Charbonneau, 34 Gibson Rd. , 
Silver Bay, Minnesota 55614. 

The final type of organization is the 
very small local club. It is usually 
made up of a few friends. Ads hy many 
of these clubs are rarely seen in the 
"General 11 , but they exist in large num- 
bers. These clubs are usually eager 
for new members from all aver the 
country. They have inter and intra-club 
wars, not to mention offering high com- 
mand positions. For two of these clubs, 
write to: Chris Hoyt, 1118 Reeves Dr. , 
Grand Forks, North. Dakota 58201 or 
Gary Cockrell, 68 Eastern Ave., Els- 
mere, Kentucky 41018, 

When seeking to join a club you may 
find that it requires dues and/or an 
entrance test. Do not let this worry 
you. Dues are usually slight and tests 



The International Federation of War- 
gaming (formerly the USCAC) i s planning 
a convention at Malvern, Pennsylvania 
on July 15th. Displays will be set up 
by the US Army showing modern mili- 
tary equipment. Films will also he 
shown. Military Miniatures distributors 
and AH games will be on display and 
can be purchased. Exhibits will also 
be on display from the major clubs of 
the country. 

Lunch and Dinner will he served. 
After dinner a speaker will be coming 
in to speak to the people that attend. 
The cost of the dinner will be slight. 
Rooms will be provided free to anyone 
that needs to stay over night. 

AH games of Jutland and D-Day will 
be given away. Prizes will be awarded 
for the most traveled wargamer, the 
most represented club and the best club 
display. Games will be provided if you 
wish to play. Tickets will be available 
01 May for $. 50. 

For more information contact: 
William Speer, 103 Spring Rd., Malvern, 
Pa. 19355. 

"This is the best way for students to 
learn Shakespeare, wish we had more 
games for them", is the comment of 
Pea h Corps volunteer Mrp, Catapano 
who is using Shakespeare in the Dowa 
Day Secondary school, P.O. X Mponela, 
Malawi, Africa, 

Have we left out your "Opponents 
Wanted" ad? Probably: if you have 
been blowing your own horn, selling 
used games, or just plain running at 
the mouth. With requests for ads com- 
ing in at ever-increasing rates, space 
limitations now preclude the publication 
of any ads unless they are specifically 
for obtaining new opponents. Inaddition, 
no ad will be printed unless it contains 
names and addresses. "For sales" will 
be inserted when space permits. 

For the ultimate in wargame realism, 
why not employ background music. 

Inquiries on the availability of "war 
music" on tape can be addressed to: 
M. I. T. Strategic Games Society, c/o 
George Phillies, 4371 Burton House, 
420 Memorial Drive, Cambridge, Mass. 
02139. 

An interesting bunch of statistics 
just arrived from Raymond L. Piche, 
21 Chapin Place, Hartford, Conn, 
06114. Comparing "opponents wanted 11 
ads, it seems that opponents for Blitz- 
krieg are "most wanted." (15.6%). 
The top 5 in this category are: Blitz- 
krieg, Afrika Korps, Bulge, Stalingrad 
and D-Day. At the bottom are Bismarck, 
U-Boat and Chancellorsville. (Egad, 
and we've just put out another naval 
battle game. ) 



Of the Jutland review appearing in 
June "Strategy &r Tactics" magazine, ., 
"the only fault we find in our pre- test- 
ing of Jutland is that it doesn't lend it- 
self to postal play. This is obviously 
the price of the high degree of realism 
you have reached: in short; we feel its 
the best game your company has pro- 
duced lately. " As a new entity in the 
field of wargame publications. Strategy 
& Tactics gets a five star rating from 
this review. Info available at Box 65, 
Adelphia. New Jersey 07710, 

Speaking of Wargame Magazines, the 
British approach to the history of the 
second World War is available in a 
series of magazines titled, of all things, 
"History of the Second World War. " It 
is published every Thursday by Purnell 
&i Sons. Gulf House, 2 Portman Street, 
London Wl, England. Their price is 
19/6 {whatever that is), around 50£ an 
issue our dough, Editor-in-Chief is 
Sir Basil Liddell Hart. Need we say 
more? This magazine accepts no ads 
and will be published for 96 weekly is- 
sues. By the end of the 96th week, the 
whale story will have been told. When 
you write to them, mention that you 
heard about it in The General. Perhaps 
you'll receive special consideration. 

Another wargame publication that 
we found slipped in surreptitiously under 
the door is "The Spartan. " It is the 
spokesman for USCAC which exists to 
provide wargamers with as many side 
activities to wargaming as possible. 
For the life of us, we couldn't locate 
a mailing address. Maybe that's why 
some members have not forwarded their 
dues. Since they list their supreme 
commander as William Speer, we'll 
give you his 103 Spring Road, Malver, 
Pennsylvania address to write to. 

There's new hope for an old malady; 
Inventionitus. To those who are of an 
inventive mind but find your games un- 
appreciated by your friends, help is on 
the way. Now there is the "War Games 
InventOTS Guild" dedicated to the eman- 
cipation of the war game designer. 
Under the counciling of a legislative 
body called the Council of Masters, the 
game inventor will meet others like 
himself to share the good and the bad 
of their own creations. Write; Gary 
Gygax, 33D Center Street, Lake Geneva, 
Wisconsin. 

A competitor in the field of -adult 
strategy games is the 3M company 
($7.98 items, ) So what game is played 
in a lunch hour league in their executive 
offices??? Football Strategy, what 
else ! 

We finally found out why all of these 
wargame clubs have such fantastic pbm 
won-lost records, they never finish 
games in which they are losing. 



OPPONENTS WAhiTEU 

Tb* hhHMMn i>. r. .. I 



■.. r. .. \mrm aribUiri)- 

Lng >i beachhead in Oraeiga C°<in^! AJ1 
ui^iniKi in uj« Oranga County vino 
uy ".iiiiinii Li; |i;in cud-tact- Mite j-f=r 
bait, HJ-l Hilda 5t r , Ao.htim, CalLC. 

ri&Ob-. Phone. TTn-^bQ*. 

MulEi -player |imt of IftalLiivrad la nu* 
organiaing FWr-n Tint-tan C'imnHnd* 
in: nivi-ilf K ('rf-mii (OTi mandl »|-i- 
upnn fin <e*-. *r >. [i,-.nn.>; L'.^ni, 
1*.L?S, weitehStEeJU iiiXr . .1 id rl , Gall I , 

W3W- ai»o iMd iip|fa>ii in Gu+ntai 

ounl. 

fiat" Kricstpfit, wEfde H*Imm> wir* 

Dittier. HZ aiiFlmgauije Are.. Riirlin- 

gllJIG.. Calif r 'lLI,Ll 

■"■ ■■r-'f:;; ' ..l|.-. ;i .;i j-p f .[ ii-r..'.. lr.MiL.. 

they hao* a goad U , S. . lt»i..^j m tbs 
bine gam* or Buih-b, Mom. I'm bored 

With nObndy tn pliy. Send chiller.^* 
to Phillip HHl«h, -173b Kenneth Aye , 

Garrmclmel, Calif _ 

AchtUliv.1 MilJlAi-y tin. jitniJu* Der 

Tot*n)iLJ.pr ,Vi winL> run Hrlrl rln-lenn 
'"" mU4.la.ira lac|Ue and rLeaiojjy by 
joining QUI Club. Addraaa lL: inquiries 

to? D»r fOttUv^f Si, XrtegsgTiJdpe ji. 
H4 HeUttWnM W« ( Chula Vi«U. LmIi- 

fimia q^Oill 

Th-a Maraudera (ijil *-anf "y^TI Fate- 

tij-'Jiir a-nd Piiiu. Tuuriuniiinti and 
jrlibt*. If yilL 1 Ism inl.be rirangr (".minly 
llil, lUUUit Ijrrj. E"]injlii h i ll^ * I 

Marian, uu-Un bray*, t-ilil. rJ*4U 
ct riiw UsWjST. 

£plrTan fL ntfd. n*"" rtiirnbara IM 
a*e nil * conquer the -oild club. Wr 
ieliore in fu.nl Wot OHfidh *par. We 
are neutral LA IHb wai-jamlng 4r_.rU 
Qnaler fielby, .FjITi* nTnrlti ranvaioud. 
L-Hij. fl eaLh. Cflllfnml*. 
Wfhj i.pH|ii. yni.r mon*y for Pbm pad*.. 
Why IfflU Y^o* «f»of__iy Lor itaioAc 
cllti war! Join th* .ftini!i_ and win 

priMi mroufh ai-gmurd r. ompctltlon. 

Join now and win! Ldc East, it I El. 
t>9th a, . Long Be»cb., Calll. 

A n^utial rn»i prE.it I an Ifijue ha ■ been 

fnrinpd for (|iib and indiusttLBii tumpiti. 

linn Win prli**«. If viiur. llred v r 

j+dJFiji nothing i e-r fMtf munev hQiE- ij#. 
All itrpliinlionj tu- RuittLI Powell, 
int^tj jBira, Lone B<*^b, C*Jif. 

jDin.k club tL*1 (i.e. .u.ii^ll.m^ in rf 
tnfn-. Join tile .iJjiL-U.111, i I Vun < >Ws 
QlinWE'Ck )[adii« fcaf lacLuiciLng vluh Lhim- 
u3un in lU*in<rrk. W r Ii* for unm)iltlt 
■1>UIJ>. Paul HffiniP, !15 Mirtknr, 

Lnn|j BMfh, Cm! 9aatij. 

Fot SaJc - D-thy '6L In [osd tthfidiuan. 
B«i[ &!fer alttl L/i pcit*j{c-. AIjo fee 
Mta - Mlflwuy En f .wJ candithon. MH 
nff»F ptin l/l pn-HJiBF run* ffrnpf. 
Utift fToHlldili! CI.. UfllltH! C-lii 

Qjil>BDcnlB wd-ntnd, rLubc br Lodl-VldlMJs, 
Ftun Pulg*. B*itp r EH**p ■ion- >ull 

optl'iri*! riJi«« pr-sierced, Wriit ^tra- 
l*gtc S«lf»IDcfoj]** Lot j>ur r33-DHj cJ * 
■V J. Jolly. Gib! Hinijr Dr.. UMcH. 
!-.■■■ qf n*i 

Arei [h4U«ngv« ^r>y s*n FffPiindu 
VtUcy luiargAiTipTi rn-Bllr7 l*hm_ bulgr 

pbiri, ak Kbnu. Lr.-j 4.LI adh«f cntwo 

AH <di S iun». LQaUtt: KlMB F»«t, 



nfiEiLi!' A a*W lib-iiit/LiCljl)- nSiiv. 

iLno fur UaBarlcal buir». PmiEi M*jc*- 
rib*. Til" ^ny^*ik. only 15<fch»-*p) 
V-ilh *n D-ppor lu-n.il j- E4 ^fiTa youf Itfiltt- 
14111. Opp.0-rjan.Ti »»THaO inn. .-tri[«,!J 

milt runitt, ll]i fiilftr. Plt-a-jnian, 

cgujr 

Wlnl It. ^I< 



.rid- 1 Ya-u bet, r«" 

■lu I Ajiyuur iat.ririE.r-J J1.L dc r c Ij^iiiiy k 
i.jr.f bkiad ur Lke wurLii L ■ ■ ■. I j. >■ . Cvn- 
ut: C. T. Jt£4>>*MA, Hi)r> Pi-jr., Rj,cr. 

aia« , CUif. V^&OT. 

Achrun|;ll 1^ ytr>cm [KSoptri ciaaa*(J 

la dEtvtt ana ':r>nnii*Bri uur fcinj! m*' 
Phlttera, Jdin the Mithcl WiLEt>an-n Itl 
£5 Faxner Diviiion der Tctacifcupi iS, 
Wiffrn Si afbJW III ln**h A K Hrrn>uj> 
InfaiFtnrr. i BQFTi ^■-'- nppelt, t i-1 

Miu *"., Kforwid"! c*nt ^ a S* *i _ 

JiH«[jnnf iicj-Jrn,nto liatpafnBt* , 

LfflHl RicUrd Ar6.i8bi.-KCA SI. , 
oB^ramanto, 4Sf-t*li for llva ginui. 
]'ni ™l i'j dU.Jrti.rvt pbhn ^ahft|rnnCnt (• 
Air ErnpUa U Intcra-i.tcd. .rr,J .tarrip- 

tJ. **if'»'J4cTiiafiil *rn-i-LcHr.4 Jc. F ru-k *. 

1 d-aai rr 2 pLim upipuEL 



=■«)■ 



TTiT 






tub* Dnva, Sunni/v»lg. C-!if. Ml?. 
Fdr rtlll HiiiKe |lii<E nl^)i A. K, IVirJ- 
(njirfk D- L>v Irundj, Biarnarck (laud) 

ir..i Malinertd fi'-nV w t |i ijtUn :^ 
~ii f xca»9iiabl« ij[f«i Kctv-iit copica «.■ I 

At ihaj qn»Hl. *!■■-■ aftrfWht*. ffsa> 

SetM»cSjiK, t!4M rolllr.. B.. Tjit. 

iirii. ciitr. 

W* h r* nor an »l(i* flub, rhrfa'a too 
ftilnV »ir**.yr. W* VP.IV P>»fln;ii»* H**S 

Carr.i; • arid ipw-rtiiTLjiEi&tilp, wh.irlhirr ROMttr 

• j it*-;, join ihtAimf of G»iifQfE.U now. 

Crinlid Fi,i: JUvjirl. «M :...,,, Knoll. 
WbiUiBr. C*Jif. 90uIj5 |a*.i:>. 

Far rtlc, Dike nsw blUckilca Wftk 

U4S Plffii kit. 1t.*0. t«u lmji poat4(«. 

Ouriilamil fW bw p^>^ lh, Afn^i 

Kcirria, Val>rlon d &*tll* nf ftulgp , in 
nijhsiT btddai. L>>>>iy T'lTnbijJI, I0« 
Mci-Th. pwl, WMdlind, Cal'i- WJW, 
r^nidiiiiB ! pica (4 lite cbWbit lay 
A.H. *irpmo. Pbm A.K. WrVnt t« 
It'sde lla-" Catty itliJtK. 'cW foi at* or 
iolitkirc|-|i Et«w Ta.iLliLB IL CjnlACl pCi-jsl 



lAjuLa r lil^.^LufLVE 



. W. , Cil 



f-ry. 



yiijTiiL Aggii-iaorJi; >:.•:■•: 1> nai dea>li 
He wlU ifpcl ypi* i". 1o.vr-cq1ijn.G0ldra.da- 
f4c«-t#-r«iCtfi tba fttilv manner. Pbm 
la for fowiroly ilculkoirt. Thf Divine 
Juiijo And tun Aij»,alb *-**i.r. /Qu wltb. 
>f E a.. D ..ly li EH fflrrul, f.0 1 H Vf.li. 
aa.[fh, r.ulo.. SprHign, roto. ftu n m 
Tir«4 of la-tc-JELg dp h nru- b^lril fcr 
avary pbm fl_imav piLy tn#ii! deb 
gam* ii iimpl* La nL iip, Na chunco 



OPPDNitJ ri WANTfcU 

Involved. SaC-J ililr or fjiOVr to KdJi- 
f.^.1. Woijfc, (.1 L-*l» St. , Briatol, Cn- 

n^f Hrin feflifl. ^ 

FLjchibni on 1 f Ton 1:1 dvci not iu tt- 
-HiS5 wir michiTit ij 3L1. Ttur •(«!■, 
if* muadt n-or -only Fnn.niylvi.nia. anQ 
rtc* nta«r> B»! M*i=i. Vt,, and N. H, 
Ai well. Reply lo all mjh niuil Ecatt. 
out H.Q btiui* M*t Jtttb. M. Ha-v. 

niond r*ia,k | \r . L'l . f: . >. J' i CleuitUL 

flnmt, E. Ha-Ttfarg. Cotui. 

tn an unannciunrad l!j.hTlnij i^ainpaijrn 
«SS 3LCqu.L(-ei vkriuii conEi<el wit L- i, . 

PfTC and Mill. PT| h«-*cvtr. AnVcnB 

*3B Ion in the armllle he ihiuld lite 
hi* challcnjtc- bflfar-c May 3d l-o Alan. 
Laj.jci, Ctjuppca en Ftihr^i^^, Wjjaif 
Lead Fl./mJ. Halji Fcny, Ckn3flei.tiL.iit 
S(ij15. Pbume- 464. ?«4 



OPPONtH'Rii WAHTED 



OrFOfJENTE WANTED 



241b HiaUand, Sb.r.r. 



^_i 



L. Tilfl*. 









.g#ra or me *SS 
..Uir., i.ir.' P r-.,i,:.j over ThD- Bay *!jt l - 
* 1 1 ■- r ioca.1 EAbquaat «f iLi'nn. b Jt. I- 
kwXw-t! rM-IJ), At $ (1-l| r Agnc [4-1], 
OB £j*t [i-0-l). Cabru 15-0;. 10 Cartji 
CASCP i3-Hn 0.0-0.0.0. U-U'tJ- 
Mia»i Ll.o*pLli wtr^niEci, du fuu up- 
|Hic ill' Wrilr Tuiaph An^JuliUu, Jr , 
Hi ClLwgr P.. TUrlJui-d. ^nnj], ua-lDfe, 
Ail almbil 'illirci!* j;ii! iif any good 
wa ra.i rmnj[ flub ihouJ-d U-. lb* L-.ijuini 
tirjn »n4 j»»irniL4tiiJ£i ol V<nnay\tanilk. 

HhSfl. ifaeMa opfni iti luniFnBi; s»nv 
E7di«n w/a nhhllcnjf'i: to all iba cluba in 
Lb^L 1U11 And H I niri-ci ajll rapliri 
Ln Gary D-t*4A, Gruppnn^jJlTrT. 4S3, 
I 14 ArtnUio W Si. r Harlfmrd, g-nn. 
ThC TithSS Paniar Arm.y hja*. ipatlUd die 
WWA *J"lba X CpTpa. Ciiij .in J A K - 
■ ■:.. "r ,'. 11 ,:r ■ h'.i-r WrirF fjuw In. 
vadjHL], LVtainei, Hrw FfampalMre, and 
YajmunL. [I yon njipoar Hia d «.■!-.(..■ 
Clln-ac njjriipp*nfuiiri(p S»yna-iitld von 
PlCht. to-mmandtnjj, i\ (JhApin PLiico, 

Hirrtord, Cuctn. Ilim, 

AEbFTtTFt J I befall! 1 when it iOniLur 1 ■. 
We want to promote W»/ii»friinji h iieiL 
■WMfentfl, l-1-i l-.- IIj. WuiU -n't (ur all 
*arj[Hiiir.T«- 'iglil fnc •P'i "jppOfl A.g- 
(«»"' HnmalJiTUl. WrLca Ricbirct 
Stialviay, 1^ Ludlow tJUflUr, JL. NEji 

wal^ C-onn, 06^>. 

WKerlift oppanrm. u4ited TeEtber atd-T 

bw tttptll tbaij Player, but novice *ar 

if^T.tr. r iKii ■] ij-* iLbviLii. tu njFTrnuiU 
IXd.. WvtJilfltafjBld, f.unn fltlM. 
Juin jEa 11 i, ElrirO Jfloh ^miitiriiia 
u^jpni Their* ojL|I be 9 (eel. gam* in 
vulvrd in wisJch -Jilly luparioi playare: 
h^i>r ^ ':h'm:« I *rti, j # a Hlrphjrn, 

*Lh HiUflbHUr AU1 RovrUnd Pk, Hlvd. , 

Wilmnigtan, DtUmrc lOBOl. 

L* Tluniit !o j*in Lhc k^ae, Taatr.t. 
irawln ? urarginund cI^lH in lhaj U.S., 
ttlC- 4th Rl-.lIj" If ymi'vn anr iblllty. 
il yoLi'i*' aLunrr- iverjiijB, writri- Viote 
Mnronl, T|4 WO«di4Ula Heafl. UrUeYuc 

Manor, Wl]mln B ton, llrJa. 

Jo-tn cha faitegl £i-o*"ini; c lub lj-j tlit 
*orJn. We aco lhc man frqmlaiiij 
tlmb ev«r inrmild. Jojn Red LlOua. 
Contact nin by oirinolJ (I'if^ Chrj* 
I'urestrr. Flat #S, S5 hlpdhci-^a.!" fj[il|. , 

Want»»ri Opponent* ~fmr blitl {OJwei, 

B«rjjr (uroif aicta], OtltU, |nthrr .i-n 1 
All rula-a tcf Hilt, ejfcapl T4.C. Wrltt 
M»rold Roai, 19 Nnvftja*. Apt " t 
torai Cahlca. Rfi. 3)ij4. Flayao in 

Mia.mi ifaa. phDnc 443-liil 



Ntcd .Jij.iJL.ur 11 L ui \\mtt*ij rip I p i ■ l[| to r 

Aijikn Koipi »DdDiim"rclt: *Jth*r aids 
PnH ift rair-Lij~IJaLO, Fejin prtferr^d. 
Cnpiaei &&n M". '*^^ Third *u<- «*j 

EL. k>*tMl\lmTlt, H>- *JT01 

C0U15 on «it4liCP diiftJia July mil: bring 
Mr(tmi tailed B»rb*r**ti rsMILrtji'iJ 
*Hh unlli in DiviaEon ut*La. | VJjMtlSIl 
addrcaa Cicft Andrt^n, = f « JsU f H. 
B Jhndr. T . u >. r lr.DB E. Djatii»ed St. h 
pMMrnU, TU. iitSfll. Pbuli*. ->l!4- 
4J.o-4aJJB. ^^_ 

Gtrlvi'l Don'i p-iny (AH hmt) (inn™, 

Nnv, VJiTh ynUf 4l«BDTSaiO, I WtU 3n. 

nowcti a i-a MaJba Pbitn Jtarfta. (NaJJ 
•(wretii^alioa ■.-!.. . l-:.j .r,.-, :.,. It-am AH' 

IDt.i Fur rule», Wtrlt* Jarnd Johpron. 

I^-I J : ^i:L,.rll T tJ.|.> r. n ..i_ L .:..j^:. f.-.. . 

AllipiilLiin iKiiuDi miiideil -nai xaiiioil 1 1 

juinAMZ. lU cliA friicx ty o«rry .i.^...- 
ihi. Wa don'i «r, w* flinn-r. Menrb*' 
of Unilad NbTLaai nt W It gaming. Til 
1Bt,n Eir mquLr*, win Philip Mua|jir a ve , 
Bail -J75, Kailua, Hnyth fU - ? J4, v 
Opponents wnnlc-4 in l.I... ..l;.- .in'.-, 
Facc'iu-IaLci ill Watciiuu. Midway, 
JjtaMrjjraiL WlII u'Lu* eilL*j aid*. Cmt- 
tart- John .lanftird. 1114*1 UiWIjJDfl Si., 
Chlcajfc, 111. 60641, Aj« 14. Phxime 

FJt ^-4gij. 

Anyoiia*jeparl*nc*d at Oattyaburij. 'it, 
Choice «f lidc-i ai Pbm, ]n parion; AK, 
Gctfyabrmi) '64. TJ-Baal. Guadalcanal. 
LvticJway, Qnlgt.. Ritnard UK.k.0, |I3S 

Wralry Avn. F Rranilnn. 111. tCiCl 

Phn.n» JJhS-Oni^ 

Dq yuu play for anjrjymen-v n-n ar|nn|nj7 
p& yon iLha m«atin.|j fllhar aai-iuua vpar- 
URrifMI !■-■■■■ '•' ■'■' :'<■■■■• "' new .:.!?;,.:• ana 
w*n( aHfBtl m a** tHrmV -[* r [Jscac , 

Grant NoW*. tH Fir. faik foTtat, 

111, ftyjtt. _ 

A^—— li^N| in ^.. r,^-r WL(t.lU +"iid 

wtio wanta in oppnn^nf fur AK, 5-jjrarL H 

u-hritj. Bulge, or ej-li.iv 'i* 1 ' ot o^» 

Chr ptuni, LCniACI H il ti SHTg S. I 4C1 K. 
Va.aa 4 >, Wtr-hiila,, Rjnaai g7<J«, KtwrtB- 

p. J .ir j iikij, 

Ail* InM rt-a-eifd "in purchasing ctianc« 
(4 lift idi gLibd tllaUt aljapc Lf r<l<i *r« 
iiiLc-rr'audj pleaac luuU'L' JijIiii Muijel, 
S»n IMS, *1 M^AliareT Dr. r H*mi Or 

luni. Li, IQi Ift. 

Ll-ur la cii-nf] ivLi -,l> nl'rr>'l (».-:heK]I and 
French hor«| Mihj; C^»e f«|jff(* to 
announce hii Urounaliorj «f .ill pbm 
Lormpandincc, Sorry for tho (mat 
djat-a ftBtl iiL-liaidifeelirJkB. M.krCi-j*.. 
ul)4 K^ti.y L. . .11.rr.cjmL. I_u ? 1. I t>5_. 

uriiluiijj M ptnn A. K. ijjjai. ). D^DUr 
Igar.f, Giuoi, lU.b 1, £cUi°. \&*t.} 

'..j\\ ;,.j!.i.-| inrttitt NrJln.n '. .1. :tl c.- — ;, r. , 



Simtii .■-' intcptiuo* At( ro ** or ^rmie* 
Em hu txialeq W« C<^n.cjuer All. Fire. 

nik and I 3 da Si^tUr armiul. fWj OB 
£aa(, Cnnnajrtirm r>o.ak. Fan* tic, naj 
4<K Army [Ji car. luai a th minder Lu 
Tha ■nj>*14, Jfltn md"ifl Can- Allan 

L.i.ij--, lb WLLIbam St., ^Ji-tiand, Me. 

C4J0J. 

Tru-iiati ia on. the move. Throah slinw 
JvlaitfJactd. No ctia!Uni4* by Jtme Lat. 
l-'-C M.u,;.jii.J ii our P. EMM tela, 
ui ui flffct ii*. Scud: TTv-pLw* to, Tom 
WendOTf. itjtfj Uunr^n Priva, AiJi-Lphi. 

Wd_ 2uTM. _^ 

pv yon warji - wj — b* J~S*d LiOi' Walt, 
br anal :■ ■ :■■: .1 i:r-... Lcltirr. qt runDfi]- 
vi: Stepben BtMJflrHlJt, ll0( Ljhaitda 
Avcn.ua. Jialttmare. Mafyla^d JtJLI. 
PalJEVa ituj not, t^mji Rrd L^n. tan I 
! need ifLaycia f u L ^bin ^afiiti -OE M*n ' 
W,ii-... C«ll* S r or ol4Br pl-yrc. 

only pleiii. WtLm Hm Dtnaw^i P.o, 

Li.ii II, i"jjd C-.ir- l»itjri. riniJ-jirlvL'li-. 

Marylan,- jg^ijl 

The- time haa co-mo for all U-«*r«« and 
fiaajtsatcd Juries to Unite undOP ICDTTi- 
iTKtn liaiHier. IbjCo like Dwaivna of Mori* 
bowl WrllBCnle. hlirilmn. loll ShrilAf 
it., filial j fllfuju. M'cvUiul [.001% fur 

<Tiamti^r»lnip inqu.Lfy. 

Invmelbli pur a aryan. abarf-ald niai at-bull 
It3hixli.r fat pi*i»f ineipnpiitanLa 10 a«»- 
tror. Will e>lay any WWII Kami:* jr 
DLiUNrMBj byftuncrf faie-lfl-facB, Aey- 
o.ie doairiD[ to iJU . plsaid tORtutt BUI 
j>nn < rVia T\ H.iinliiLPuni, Mil. 
TbB Royal Snrli-ly nf w&m*t*P* will 
lake jn-y VlQt of *"y |»m» againat all 

tMDHIi We fjfiJcr teini gilay. W'll*: 
The ft£6, t/a Uary. Orand Uuk* oi' 

Tiiknnr. 6U1 Wayfle A^ = , , £ilv*T feprina., 

Uanrla^ijWlO. 

Vf.i.urd FLjiii . .jBipJinrnl n-J-f f,] r Stllin- 
K'a1, Bh^w, AH, any aida I'll play 

:.•■■■■■ BII11 .,!■■" June in. &?nii itdvl 
to E-iu..iMl MnTrla d 1H Harvard Ii 
£4. Camttri1C», Mil', aillv. 
Ufinnpitenl loLIchb igr KBOBral VritbEi 

(P tak» QB RUBBI3.B d#fvDiBB »(1 i* ft r 

■,-i,., it Waterloo. '■'. . ;:■ Mike Whini- 
liiii, Wlutbiup MJ1. Carbide*. H111. 

Qjiaa. 

Da ynu hvw la H_V . hT.J., Peun. u< 
D«l. ' Ttwre art non- 0-prrHr.ji in IhiT 
WCA ror [haaa ar*ia. Join now and 
avoid the June ruth. Mschaal Nichoiion, 

■jij rjrrti.p Hd. t Matter.^ Hj», Ulfoii. 
"Vc tvneuer AJj|l" Join up now i W* 
arc 1: L-iuy lei live Maaa. ! FVccd troops. 
Nu t-Mi-i .l-"..i reLjUlj-niJI Hi. WGA 

w-Hil* yoiil No la-ata and no du*a. Write 

10 Paul. Mucheli, IM North Aw-. h Nan- 

lick. aim. 

Lffn't <■![ tijic ta in your diff arid j(o. an 10 
Ibc ncxl adl Insiend, join Ibc WUA, 

^-.- ■:■.-. ... f..- tcda, na. ctcpHirLcn-cc nc-. 
LEitny. ■.■■■,, -t i.m.l-: ?,1. Ayada, M' 

r^nin^ K.l. , He-eJIj^in. tffaML D:i^4. 
Wi Ihr ■n,-ir.li.'j= ill [lir ori^in-1 third 
TBich ijTjJllar.jju all you phunir-a fehaai 
^lse- Mjja lt,iin,»a]vo.* ni*rpib*rl bjroith'l 
>uch a> Pa. Armli tlorpa, ate,, t.; 
[j-D*-( i« G#r. , iJlLBt. Blue, £U,Uo S ra,i| 
Car.. Eulgn Crr,, A. K, Cur. t L*Try 
Ca.U*.i-.i I* Li4ECv-n AVUu W«it«rt^wr. L 

Mi.. 

.Inmnup march In virUjry. Imn Spnr- 
rrti'a Inirrra. land or lea. Or, if you 

prala-p to loae, play u* tn i.ny fi*m« you 
chuoaa, £pflttrc High. L.onirn.ind, 1 1-5 
fclmWood. EhrUtfttB. M,ch. 4BU4, J^e- 

I'.,.: C.i.anf 1 ■■ . 

i^ulJ like t] bur i'aiuoi 1-1, Ui, 1- 1 

1-*. and 1 - I ->t( MirCrmaP^I. jn-j .:.>pir*}. 
1 will pay up m $USu with lb* E-r.upnr 

or SI. U ai-tbuat, Will ftetl tn fir at or 

luwBit ufiar. .tube Kuachla, ]640J 
— SCjJtea 1 L ' J . ' :" ! _-. ' ^ . aWfBMli ItUjam. Hffl, 

Am wi^imgi U4|h U p| U * H 1 1 U |HTCI 

otptr. Ucaire two ■o&nonene.a. 000 IL«-d 
a.nd onr Blue. 1 will fuiniih my pbn, 
blanka, trmy muat du inuc. WrlLc 

hprma. Jobn Caany, I fin I Andajraon 

Place. O wi to u na. M lrj n. SSflfip, 
Oaftir pl*y*r 1. wanwd from L*Jl^a r , , 
UiiitvNpE.1.U. C'ampu-a, £4warda 
viiE*. Cuataek Richard BfcbMmaaiMJj 



nhrvrndr 



R«»d1 hil*. 1*1* Anijr. 



■ 4 acn 



VULL 



-te-larr 






CJu V'ju vvtib to join ■ iliib intarattad in 

K»C5li«g »« i»jirri #.p.c| Qui clilnilng *lalc». 
IX mn. The Arena «t ftjW (OvA ia for put 
Write JacneB Mucucr. Ii WandLiml 
Dc . jit, Jjiiia, Mo AlUf 



^lh Ar'liY Af|]lE*JOJ nafclEa ituit ca.|ie- 
riFULFii mimbiiri. rfn uunr rhn baa-? I 
All L-tLaJlao E aa in by Juna I, Colonel 
K.vih S*lly, ail W. hhl* Ta.f., luntii 
City, Mi nour i 641 IJ. AfltT + rior tr\\l 
triumphp 

Anfonc for A Pbrr, E air,r 06 SCilln. IE 
t,.t.i1f;i,..v:*'iiuiin aErt.iaJ"t t ran SfcT. 
^mntar t A«a*a| J^r^t.on. A I ^ W. Ma-yrt . 

Kwiii Ctty, Miiao n H*^ I Jj 

Wrw CbHr Tnai defidea vnard «hould 

■ irllce n rro-r In yo-ii.rhBa.i-i, If iTdg.ctn'1 
a-and a capjy gr surrender AGoe-al U, 
lind out the meaning oJ horrar and hu- 
mi nation. Writ*. Nu. 1£0£ llditiiil, 
BlUinga. M&r.Laria. 
Cuuipulcj i*nckLiJk .ciJividu*) ur jj.ru.up 

ro play Pha»*r L. A for-nnfr RiMketd^ne 
EmpLoy**. IfeM jnd B,C«- pr- n gra.mmB T . 
Phi + er 1 pl".- S ra.mrned lai AH " *LJ.** 
c U ^ln«t R.D hJ ibjfr E>y«r. Reno. Nov. 

Wanted live appoua-nta frorn Elii.atnth 

Ha Phrrc, [ wr. U 1d Uif B) acquire t^rfc 

iaagH n( thaCcneral. 19»*-L°66. Write 

Llvn Rltfar, liu Barwich St., £llaa- 
lrttni_>>*w Jajiay ul juj. 

Pbnl Ui. !; . Appgncnl wa.nlrd r,(br F <Mt. 
Any d-EBav-nfrbls fnXtH, ; : ..-.i.<| r..'l.-- da - 
aired and tirat mure. If ..;•■; i 1 4 U> . U. 
I >-■' rjavlami,, 1] -:-. r in v ^l... j Fir,, 



warding. Jeln 
Had Lion. Wilt* 
'*> U. Qttta Laddie 
W'imf &»» 65V. Alt* 



Pr int: ion Jfe r. 

Try Barn a titbit DaM anef 

tfce laniti of «be 

Stephen M«.ciEt, 1 
Marin, (i950 Scty. 

MfrW V^jk O'rltJ. ^ 

11 you liar In Nam Yu t k ^talc Join Can- 

ircl. Fijinr uinh tne i>ept u;ir rl"h yar. 
S*fid JJ n at gtiriri. ex-perlerr*, auri 
pbm *^|i!J(.'TT!*-n.r '.u Li'lfifl..* HliI*-""i, 
H Shiinn 5i. , IJrnoKiyn., N. Y . mil. 
Phftt rppentntB -^anied (pc Water Ion 
(thlS-.*i- lidiO- Alooin js: jnti jaelt a; am* | 
-n ]1T W^icilarHaJk, L*ai r 11 nt-iii! ti- 0i> I Ir-Jie: . 
Hauivn. ef.il, , ur liilrr June i'li *[ 1- 
'IPFlin^Plirc. f.Bdarburil, N_V_ Suuili 

gggM ViaT-Mtnri toraubf. 

AvMVH"l Anypt* hawiiij id.ii for 
eame* ABI Marne livitl, KvrM; OJtab- 
ai4-cr-rtuB r WWII or baltloa in Europe, 
dnt ln.',i, afttar Uv<. Ml. eonuct H, 
Ihmi, DJ- 17 77iK A™., r.lcnd^lr, 
N, T- I am aim IrKiklng tax WWII Ja.u 

OB. 



Utilli 


00 jdin a ttiIUib 
ttctg. l/IiOD acile 


ry ipiir 


laturi- 4-lui. 


llja. 


ilt, wr 

i ---■■ii 


it.- i-..-.. 


*■ w mt^rtin R. H*m- 

Eiudaon Falla, H. I. 


iJBl 1 ?. W+ 


ullll, 


:* ' 


FIcicb 


rr Pratt's 


rul«l 


■ rv 1 ii'.-.ll v .1 




net, 




K- 4 


l.lfipta wjicllb 


anml E*J 


.cllcut new 


don'l 


wanr 10 


«pa 


DB.tr 


i B d> 
1 In ir 


Edly. Yuii 


y«u? 

p...-,. 


Join. 
t, J TO- J 


Bowl tonUui 
14 liQih Av*. 


ma; Jsal 
Jlrnnci, 


H. V. 


my, or IL) 


- 'J 


!-!**■ 




ChallFn E a a< 


,,-.-. nr 


.n 


Nr* 


Vcrk. New 



Jrj-fcit'. PcTin,. *n4Csnn. n Pbm Bul«s. 

(^Ilknr Ujutruniciit nprlooaL j-uJr*}, 

sraiiciRpan., [aiTPrr, »nd D-Tay 'bl(*iih- 
»r], W fl „ lL . Gary- McCarthy, 4 Calr. 
rtaae Une, Le^iimwrj. PT, T. It^Sr.. 
Tbc South Shcre Vistmbhli wanta youi 
For m*rrlb*-r*btp W* giV't prefs'euae IG 
llajar luuui JnulLtrn Lon< laland area. 
^fimI ui K""«l. <n^i- *''J cXpcrl-e)LL«. 
*ulh 3irjrr VEeEiuiiiL. ° ReyDijlda Dr.. 
Una, Beach., tf.Tf. 1 1 *P I . 

Gp-poaaflii wanted Eac*-oj-face combai. 
Play any AM gaTO*, *"Y "id*- Cpnnci 
Mmbel Zaltp^i, B ttUHUN U»W«i 
Hun^nttcn. N.Y. Loc, g Inland IITIi or 
ca.ll HA 1-1195. 



Re>,i 
til Ui 



all' Tlw 



."l.ir lr, : , ...- 

tc. -ill bad 



■nar-rh. Alt npcmalllnn Ui 

IM ip^.n E|VE and !3r!i Pfie !0 f( ir> * Tlel 

Join or ba cociqUarad. Ofnu-p Li-adac 

FKlil J^hiikipa Li, luun OaklaFia Ave. , 

Monroe. N. V. 10950, 



Uni" 


,-.. ■ ,; 


Gi 


rm».ri ppponcr 


it* 11 EL, 


ElLc 


of Ihr 


Bul.c 


.Tim 


■ irn-r-,i nt '.j,. 1 


mi «ilii 


.11 


option rnl,-. 


JlTrnat* Vnn 


ra, ftn 


<1 + 


Palarl 


-„- Hi 


.,ij 


«, HfW York 


M4^Ft, 





Anyuna, anywtara- Pi»l I "[{.r «d Pl>cu.-T 

New YarMMl i'l,i,- ■,»-■ Ramr l+cw-tp- 
laee. [pi>feattn4 in !o*rpir.j{ Rroup tn 
,»z, DiptuLnacy. Wfiuld ::'■< tnJC-rma,- 
tmia ituiti lIuL-j. Cbauiicry Bant rvlf + 
i)ff. flat It,, New Yuik, New Vflrlt 
lUDM. Tg^phpiw 799 *1 JiU_ 
.\i. M-^r.it Et^chefle r'. ."I- ' ■" l"> fo r"ni"ij| 
in. RocHaatar tru, Wr 4J-B touting (or 
b^iHnrntf 1 All AH fannt^a wtlbtn MaV- 
acnaSilr distance phnne ar visit eillurr 
Bill Miteholt, lbs DurMn Et. , 4.7 lOQT 
IH T u .j e Uuiiula, r.!> TutouanudSt. 467- 

4^^^. ftnihaiUf. N.Y. 

Will play H[fi*r5i*li".S r -* dl ^ r Gllr.rlcrlr. ft 
teLEherHed brtflll*) pr+f*r faft-tfl-f ace 
lnJtwiU pbm, Mat aithar slngulir ot 
mulUpie pl*ynr* h Al tlliyoft fc U»** All 
'-> Elii,»uui3 L A [,r.. ayj.ati. N. If. 1 ■ T9_g_. 
r*.jr» anyone IjAts inu i>lO ■tirnD-i-Al' 






1 jjf» 



.-.f. 



i ULKe J>n»*n r If rjnEmn 
i-lr-sa't, Touivandi, NflW "fork l*llsTQ 1 

A bareaiTi >>! a coal, 

IiHtnt<K-:d in buyinjr litttvfr ' i "S tn Enoti 

^rJtidltEon. Prof, poslenrd with pric« of 
g»TTit ha Stents Li 11. '.-u Did Lyme Rd. 1 

WLUlacEiBvillc, He* Yurk Hill. 



1 J|i;.-..|ii i.L -. iv 111 1 
Wai*rloa h 5ral 


luflrad A. 


A^K, 


k and 


afly 

Uel 

.ML 


riai«« i-i^ir, rtji.ti. £7yp* rtenced 

,'iroiTaiajj, b«E aaiL 1 [i? p>i*a. Ci>T." 

HuOdorti, 14^1 Fark Rd, o T R«|ty 
n, JHi WiLlow Oik Eld., Chirlattc, 


T!„ 


flU, A.,T,y 


n« .■■■-... 


.,„.: II. 


a t>°d. 


Arm 


y n|F flhln 
■nr Unrnel 


ara uu Lhe 
a»U 4Ui Ac 1 


icureli 


. Ag- 

:tioUtr 


Oi.,-- 


, Lf ynutiaua 3 cariago 

p/Siui .Jli3 BiiUPlrx 


tape Mcoril- 
rar, AUiauca, 



Ifioxperiented General in need ol oppo- 
nents for Battle of for Hulgo, Huad, or 
faQlb, PIijti, l-*11 7 3i-it'Ud or Write (p. 
rXfirid LirUi4n, In*. T^larLh Faurtri ?L.. 

RahJWla. Ohio, 

k iuilj.1 wjrf[*ifiia|( pnaia nciilaa wlw 
tAVor nt r '-.In.*! COrrthat ■.■.■! rii ..r'n-ra ... | 
valor, LlVOr HU mimllaFI ^f| now Lh 

c^nteit tir attnia lord*hip± L44 your 
Bklll dnLmtiilno yi>ui fata, Grrrg lliicr- 
jjci, HulliiL^ukHtL, CliattituFalla. QhLu. 
Cle-vslancj heights ir*a Adnli gamrrs 
tnieretied in flee -let -face ■ Erii^giea tbn 

tummei (afloi- July ] 111 Gill 4b>.'4i^; 
Tom liiiHT, 1431 ^randivtcw Av*nu*, 
C.layejand Hta, , Ontn 4-llI.'o. 



■;"h...i 



:,LJ , 



tB 



that 1 Am 



Mlt 



e.iijaing ni|r poa4 in cu 

A..-. l 1 . : "■ L 1" -J I M|i ■!■■.- i.i -h'i 

Lhal ^rc<MI i. a better irlulr. Eric 

Kalian, rln». 1(1°.. Ennn, iJbto T 

Jom the nwat rsarBd Afmy around - the 
4th rw L 1 ■■...■ c. L--.H- bannr r - 1 ■ forded 

^eaetre to itp Knee*, Will vau h e nexE? 

Writa. Ron Giarif. 410 Ti^Brld,r 
TraLl. nates MiLlt. Gbiu 44040. Ylva 

A^^reiaur Patriilaailrr ! ! ! 



HeLIu iLeic ii 
ad to get yo-u, 



Pr-UKBriLa wacilnd 

to ^air, our dlut. 
scia.UyuvsriBaa, 

"■nit Ciitr Barmaid, larffil bbiaaam Pk.. 

UaiiflWpnti, OPltO 14ID7. L-itMl Kjri-arrtia 

.m bi.i-^ .n L : i n.7.;tr j: r 'in \- . ' uu. 



Rcepuita ncttdet 
F.iid.-.ti An 



ToiT 



r» club,. Irri tU 



UFPOWEfcTG WANTEIj 

5A il. a. iQb aeiitiofltbicie. Manufi, 

Oh in 4130L 

I will pla< aLvorJe ilj 3(jt^6~r*d' (Vfcl - 
snrnrl {^imej nr Lhe Dulj^r (all tjplionaJ. 

rule* #.j£=cpE one «ray t7affir> <■•,■ rsuul. 
I .j»-a tl\a OifmH Array (iratinifTartii: 
allhat in [the Buld't «, Kittar. EtJ4 

Ayrn. Toledo. Ohio 4JHU6. 

lidpl IKa.frri'1 pUft4 for three maolb'a 
WLiultl like fatc-ltp-fsct v^poh^nt, Will 
»|bd Jnln. rllHip In fnlaiLu uu, mj puOJ. 
Tim Turba, ^.ft^O Rivrrvinai Ct. , JQ!- 

»T*3, tfleflu, Qhw 4jfii4, 

I Wo.uid lite tii tiiffi-jim act Ai-narLcan 
gt-ni-r.il pbiTi in :i-.£ Jtltllr) I e>l" Gu«4. 
u-i- . all :■,!■ •■ ^-. ■.■..::■■ ■ .Marine MMb* 
Jjiwa! DB-KK29, LER-JJZa. Op*rjin ( « 
tn Ra S - rfoltraair,* P.O. fio# aflt. Wor- 

rrnh. Ql,w 4jMlfl^, 

NQtlceJ Tb* Imperial M" iraiia Lc([Luu 
ralli n..r ualuntrera. Join Ihr i 1 ub ilu i 
e.«(B vim ( iat«nti recoonised. Th» only 
cImij «yHH* virtuirw Wl fini n /ou r*toj- 
nimbl* arcim+ntnce, wma to urn 

CLn.aui, >Tli 3. [ryinjtton. 1 uliit. Uhla. 
lVliei-c ace all Uic -vo f f n I Lie r !l i.iiiint in 
i hi. FJ-jirr ■ .- arts? <". . j i . . ■: i. ul and ebow 
yourJALf. I Eih* 'in ill f'-)m*'«, in n.tl 

jiir.ii i AJic. hiu-' jjbm. C>Uj anrtti 

W: Carl SB W. 2fiCtL A«!., Eug.ene. 

Or,, n 74[l^ P »_j^^'^ 

Hu/c bieni playintfor loo.!- v««. VB1 Y 
ttjtai [jpponcnta for tn*. Have won Tinost 

nt trm ^jurie* pla.nd. Wiabl bad toait 
mhir Fijiptiruriil»L FJcvcr hAVn pbii'j, 
luik,< Oaiairmayeir. ■. 4 £ Hilaiin R.j-d, 

,Si, Ui.'-Hl. r .Pa. 

PUnij liui^e, Gj-^J, ur AK ^ppanSfiti d*. 
Birad, IcILhSf tldr]. fry IM «T urinRS 
in co*«,T^ly atohnniaainEi, Ata.i face ■ tc ■ 
fair u^pononia «inted hi drfvMl r*,i™. 

iVritr,: B.<b finliPR, IT It R.ia«af raa. Etio, 

Pe p,na . iM^Sl 

5p*~etr-r has ncihlno. to off*r yon uwr 

BUJ a loflli t* ford e( axpartence |witb 

a : i--.-.-, b*l.iL-vr il nr nut, v.. tonee-r, ■■■ ■■ 
appeal id -yitu IB bslp rBbuild fepat tre-, 
Wfim ht. rill i-.linr l. Ill PUA, llBrtu-rcr, 
PeniiA. I7J3L 

Altri, 1,^,, Wii^mciil VVr >.l.l .nef.iL- 
b*ra -gM-PJfl diin'i ''inrlulgs ir.rbrld.lih upar. 
faf a. " lo-kn the literrLattrina.1 F»jrleT#» 
iLjn nt War^aminp. (Ijacac un n I tH Mayf, 

ii rii" WLUnam Kpser. 1VJ oprinj; Kd, , 
Malvern. Fa. JfJ^^ Cgmm^ndBi U'W . 
Ecmi-i)Kpcri.encrd owner ol all cur-cent 

AH *.ai|ia.mea wuuld like tu /\ a - ; \: ': • 
ba-ttUe war tWkca with Pliila. mc« 



E^ittabu.rg.n. [ea-pmetallv t'-av Cbapal rnat- 

drnla). ll:o Hard Carp* arrda yduF 
Join pssniaylvania'f most urge resa its 

f-lub. lhe i CLyeniciLiB. ia^niuui Mi cd 
F.nrpm. I^niurl fivn Jj-najna. fi-o-Cl |^. 
nil' Lane.. PEllahilrBh. Pa. l«t$ pbm 
.i-LM, L'l'.irni ■■ua-jn_mi» -ur.n.1 W-j. 
Merfl tl-i-erldlip apijwOefiti luf THlUBTi 
OtMull*. jftKlingrad ,ir,-j U-Uay hi, JHlao 
all Ptti.nt,> WanamraCluba w?n -aliened 
with Aunrriiui- pt-raa-e cantaci m-e /i*r 
a atoWMtU dtfeoac .iuiiQviL Writu 
rinn flupn i.awuj, TV.i /Rfl, RO ,'. Sayrap, 
Prnim L jjirH fl. 

Rally "riirflrri TheiSrari and Bin, Raha! 
JE-t Jt ■■■>!!- |>p totiladerdte Arftly ai Utji- 
wrpr, 4 (v ol fouth t a roll Kfl ^ ll il Icngc a 

aJl damn Y*n>:tti i-oulli ol the Maton- 

Dlun line tu- battle. Su\tu ftutkljuli. 
&ujh JilJ, CulajnLia, .-i.C. J^Ufl.. 

A.-LlHirrul T^ip Ihird ir.,J fmuFM" ElvLH- 

ir- oh.at.ln-1 Tbe Imperial f Uih "ULCII 
te tahlnu, ov*t I Other* may uitbar join 



die, 



■inr-r. 






'flltr.it nt* Lontar t Noijr. hudsirna, 
. ■■■, i"-; v I i :, Cbinqixapin, C Ta | □ wrso d , 



S.C. 



E Lir^ipe^iH b .Is Ltieru aiiycunei in the jtpj 
oif Swiitp rlanrl ubr. ikoulri J |kr jihm. |n 
S-drao, pLK, Wa.t»>-Ioo, Bulge. Plea** 
WMHI Jim Arnold, Ui CrUntUU HE, 

Hutb r.jilti^piy l.jBim'j, .jLwii j.e-rljnig t 
Qppunenla wr^nted Eu;r r,lir.i. Hide*.- Ciaad. 
Watcflotj. Gcttyiburij, DIiLp-, any siuc. 
aiitiuBt aJl upllunal rules - aici uui'ice 
aril nrpfwT limp, Crntapi Dean Ballrry. 

'In W. Puplar Street, Jflhei*o» dry, 

;.-.. ". '.vi-ii'. _ __ 

Lhpj Citadriii tat laJe at a r.UT, rut LU 
tiMjtlfi^E price, WiLterloo and Tdctlcc- 
a.i« bftih pu rKiTi-llflt Bhape, Wilt fj»y 

l/Jof peWSMffa Contact VhJf Ciiej, 

c/b fht Citidtl, B-OL:" Gol Li-l^mi DrLve-, 

iCj,i..^ill-. Ten.,. TTq i". 

tM yo-u [a*i l»fi 3Ui7 Aril- 1« no- r— 

LiMLlmji in all *L.i t » in^Ioding Hawaii. 
To LncjUire, buy itiaorjriptlv'n In H-eraid 
ai JolUk Wrilu tu GHU bos. W*i BUtfJl 
Hawaii ?A714 t>r KidwaLE. VU* f Tf H**l 

Teiim 
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Llli LilLle oj^ci' 


l*T1. 
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n la.kr rirrTnau 
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pl AfrEJXa 
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C. HfajpHni 
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frfllphin, 
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Nu 



upeli. We tlaim Nibrlnern Ohio. 
.ij»» ti.iL L-ppaiiTiJi fureea eonLs^t. 



(Cuadil-USISouthirpi Trxa* EX -Day j 6S 
. AHic-1 afld AXBUttttl A(,re-.aor 
n<w«| by Tune :■ ' Miku Mullinau, 

ItHflfj rheawicb, llalLaa. Tc^ c > : l jlMB_. 
rtlT enle: On* D-Day U*nnr [hEllx fuuj 
P Bm parti fur (6-. *0. It la <tl reriuin, 
Uaad but L-niipkli. Gam* u-'iirunir pads 
V1.SU and 1 will pay poalafta. Robert 
Hlikaon,, 5J»> ObUUKI 0**Y*J tJtuvei. 

T rJ .a.a 774M. . 

San Uului, Td*»# E> hereby declared 

a free rlfyno* a.ijb]arl In 1Kb cuntrul uf 

any -club or organiraiion . Pnc ibe ar- 
•rtb. hUvtanl R. Chilr>re. JkCjl Tilfar, 

HwwiWfti Tata* 71017. 

The ¥]tbu¥Ma<aM Stb Agure*aor Army ha.* 

drfnalcd all appuaitiun niClULlin^ uuc- 
ailnlMilTiJJ dbiaal A FOf . Our trropa 
hyLiM BUJ _Lc»a(uJlj litni altd Puertu ttitc 
aiid Lha Caribbeaji liLsa. Grag NorriL 
iilSBTHia Vslley Or . Hotialun, Tea 
T70^S, 

Afl.e.r*e*or Anninl CecrilJ ftiorfa *»j- 
preme m (ha American Heartland! %th 

Auvroaeor Army' a jaefc&oAtj have 

ccuabicd all rebel* and icgilU" u.ho 



OPPOHEHtS WA.NT.Eti 

luee riararl us pr.ow rotHf facial II Join 
rwi*lll Ijouie Burtun, iili Ettaboard. 

'-- ■-S- ! _ fs«Ji JyPm. 

Atlinliora UlaballevoTa! ,\a«rciEoe h*n 
ultorly ^rujihed. FOE de/octlunt [ FOE'. 
txtwer its. Ibe htidwa*t mi Unci 

*Tna»hed by Aigiaisus HiirnEland ^th 
Armylll* C |v| hi II lOH 5aV»o M Join 
Ag8"«w loday r MSjnr General Bruce 

.;■....-.... EtUJSMtauC Midland. Ten, 

?'>)D1_ _^ 

LK)** anvune; i"~ San Anions play All 

nT«J»Dl*ri Have Bul^e-. f-f^t>*y, tai. 
lie*. Stalin B rad 4 AK atld blLdway, hTrj 
anil I. Hare lie. will travail. Contaf ■ 
rbrla K'llay, ITS CaroLurvl D». , San 
Antonlr> . Taicaa- of ph^na Lift *- \bS1i, 

3oWiBt. ol lhe &4jnefa1 Take pity an 
llltPlt wnfn j- tuna.tr <inta who aren't pan 
Eil* Lbc; Artlon Team, Ai[i-£ae-or Homo- 

EjaiPttJI Swrn-tkllf. "i*jh J«we1l Ol ( Alea- 

acjdria, Va. ?.l\\?.. 

UflpaoBBli deairnd |i?r wit^eioo., stafjn 

fiiadi, and M rifca Korua, Althuugft I 

prefer F ranch. Cerirunj allibb tn thin 
jtarciBa, I ariU play either aide <n aoy 
one ul tlieu.1. CUck C*Tt^. J.0U1 iiV.I- 
field, Al«aniJila f ViifiaU iZWfl, 
^OHObe^rd*, Join r"he "riwarvf a al Mere la 
tlr*T -rorp* r fl.1 rnV JKhararii- Khara.ii 

nrci*nUF w* ire the ild hiBn.nijrnan. 
ofeana. Charlea Weiih. Wlr Cherry 

Longi Anjiajinale, Vjr|j;niia JJQUJ-. 
Aco you tires of eluba that tai>oi the 
GeTmitfl or AUlld aid. C- II hj. then you 
want a reraiul -c]u.t>l The Ri L d Liom 

la mdi an orjjanlaatiun Contact Bill 
"Htmi, Rus Ml. yraiderabnaf}, Wlrjrlnla 

j!J4ni 

Top eallPra eanaiTa,]* naajad ia, T OK* 

ooitiuianel iraffi. W* badlaWJ :r , »ir- 
finic axciUenc; and UKW invincibility 
Our foal la Id b* tbs Heat. Jtnnio^r 
Wilte EioLcrt QeymB. T'll H. II. mi 5t. 

Pb.jcbiin, YlfaMJiia Hibi. 

W^nledr «ei ty* bnr H l>7 f^T iaJ^"- 
Chabc^UriuiLle. p. &. m. fur P^Tray 

bE iv-ill pipy AMle*. The bru offer* 
accepted, jd-in Red Liyna «rea.L new 
warjtamini. club. Write Chu^a LM-i 

I49i Five Fork! IN , Va, Beaiih, Va. 
JH"1 

erlJmO'hrelll arr ynu itlllilln' Pl-a»r 

ujrtte' USCAt-, pLeata t*M m* l -Hai (] 
childiih tbegi nai.jag the nijmbar one 
■ii.ib id tha tduntev" 1 Aaareaaor ttj 
umph>a h Col. iViJllfcm Stewart, Cum- 
Fuamlrr 5J*t roip* Llih army, ISH 
iMJLb H.W., a*atLlc. W* .iilnsl jlj 111] It. 
>orwa.?d nili«A"[ the 1 Mb Army, 
war Lor.li, ol AograssOr marrhsa on. 
Join no* or be LrusbfidFi' we -*iii ac- 
cent a. limited jjf, nf th*llaa ¥ (n in al- 

mo»E sax wafsacpe. Con|ae! : Ma,jor 

rjcnerSl Dnu K taa I~.eyerleLi., 3134 3,W. 
.'■.imlhern. -hpaLLle. Waah. «r.llb. I/It. 
Z-574 1. 

Fife to face opponanE* lil Jitorri Area 
**ht*ei, ,>;..-..- Biai-anArH, ™iraarri*i 
and am for mi an Eh* Mil Corps, I Plh 
At AT & ! -A tgr-r aae r Heme la-ad., Tom 

HoBEnb-aum. Uli South A Dth Stree.t. 

Tacsrti*. Waah. qpHW . Td, JTHZtSS, 

PejOi*-" wnrld OK* ii hrtr«" Our i-aai»j. 
JuiE, f .u p Pamela re*dy, out trnopi 
Hitting:, w» ate out to netLroy alJ evil, 
We ace talking, eivlllttSI oa 4ll (roble. 

Many cjTTimands rtlU npen eipe-CLally in. 

the E»al. U vtki *lau id Jain »/( Grand 

Army fur on r aJUtrhaja atlvEOture wilte 
luilay fuc LEJc-iurrUW +n uiaik.1i. to tOti- 

qua p the- wnrldi. pan] ^r rna;|*s , 5prague. 
wafh, fW3.i, 

Tim. Lhr flrd l.iuna hrEitllJua' &*ltlr 
U>iUi lhe fnond tjuya ' Nu igjtaj'lsmi ll 

Wa'tt rnaka an expari 17| ij.nl of yuu. | 

j-ot (apt lerviee, writ* Michael- John 
tan, IP& Btldjte B- h Lok4ii. W. V*. 
iibVi. 

E-vpe-rlanra-d i ippmn.ent i deal c r>J fOj 
PBM jjamei of Puiji. D'Oay, A. K. . 
aoel ^taJinictatl, either aide. WiU play 
anyiliina Hrr-tuUfr, Sand t-Jtallanga i, 
Imtfratti ipMcu-bKLKioiph. SiWbfBrtA 
4uui r Fuini R.;. . fili-iiclale, WiacenaitL 
SJZtH. 

WertiaLlenpaarjy l-I.lIi in ruluradu, Mil 
BVUjrJl raeliraefca-, S. Dakrn* If yuu 

»iah nut rigbf w*'r* 1'ioWn.jl Enr ne-ai 
mimheti. We ptay A.k, , htcl1ng]:a.d. 

EmUe. waLBrie.i, tettynCarc 1N**J r 
The fJe- W«l«cfl*i iblb Churc)i*iy, 
tlretndale, Wi*Eog*i P S3 1 ai>. 

Wincamia .ic^mtJi, S^ecIE-e'i 4 E at 
Anov "i Wia. la now !.:(fp;i:.« nc^ ra- 
rrnlla. Cnnniund puaitiuna availalilb 
aid SCI1 M flnapantead L^r'a put Wti. 
ronilp. 1n Eh' a^linn. Join furlay ' Tjau - 
tact- C#n, Chart*! J4T>»i Ml-l&rlar- 

olill Ct, , Creendale, Wti. I3t2t. T^e 

CrulUt rnlJi lorwardl 

tjaon; Ce*i, E ncr>! lit *.»>** VOU OoB 
•od slrcnttb eva.l«.atlq.ii [oi fayorlt* 
Ww II btV&i Will rafuod iuc. haaE 
anurra If iinavallah]*. Fi.nir 4 0. tba> 
tee.ye'f* Tor Psolrlr baiilva Wi-sis'rn 

C-Ofnrfe. Wi*et>n»in S3 i JU, ^__ 

Uf.CAtT. wants members. rea.arilEeflB ft 

blt-yja,* ability. Ajjt. ot other club aJ - 
ItilAjHjVyvl find uut «ha.t it tiavr to (tt- 

Epf thrit NLher l Lull a, dmit. Writ* 10 
Ciry Cvgau., JJU Catetar St. , Lake 

;,-i-----i. ■■•i-__lHiI_ 

Kfr sale B»"te"n| AN Ei-aa*. «t>ijpiee<, 

utcd, £E,cnplile atSj) bIub tuf paataur. 

la tuiYLini" m Milwankep- avaij»bte f*iiL 
dayi for aamiti ( . Jnnu. Mtrhal.kl. llli! 
Su lalo At . Uil»dukee r Wla. OSZIIi. 

AfLcrr »ln. 64^-0711 A >M 11 

PrjaVtririen Guard Isvada a WlBiunain 1 
Waniml fnce Ducbm.tiai aaBrS*BOr. Hlgn. 
eommsnd pmn JL'iita.bla. Man of A a.. 



LJafif 






lorcibly. Contact Rivh^Td Rubtn, U^Hrr 
NorthPotnt Dr.. Mi>4ubee. WI*e0n*iPi 

*j;it. 



